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TT i_ iji him ^_ First there was 

if GAUNTLEr '“ the Jf 
/I I arcade sensation. 

Then came 
GAUNTLET*'-ll. an 
innovation. Now U.S. Gold brings 
to you GAUNTLET*™III. The Rovolatton. 

Available on: Amstrod. CBM64/128 
Cassette & Disk, Spectrum Cassette, Atari SF 6 Amiga. 


©1991 TENGEN INC. 
All rights reserved. 
Atari Games Corporation. 


The ultimate in action, 
excitement and challenge 
, by car, bike and jet ski. 
i OUTRUN EUROPA! 


Available on: Amstrad, 
CBM 64/ 128 Cassette s 8 Disk, 
Spectrum Cassette, 
Atari ST 8 Amiga. 
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Mega - mischief with the 
desperate duo - twice \he/ 
fun, double the trouble. ( | \ v 

Thrills and spills galore. 1 j 

Don't dare miss it! flflj 

Available on: Amstrad, \ll 

CBM 64/128 Cassettes & Disk, 
Spectrum Cassette, Atari ST 8c Amiga. 


MEGA TWINS™ ©1991 
CAPCOM USA, INC. 

All rights reserved. 
CAPCOM ®is a registered 
trademark of Capcom 
USA, Inc. 


CAPCOM 

USA 


Monster Blood - just in your 
street! Who you gonna call? 
Alien Busters! Mass beast 
busting in this perfect / 
Arcade conversion. / 


Available on: Amstrad, CBM 64/128 
Cassettes 8c Disk, Spectrum Cassette, 
Atari ST 8c Amiga. 

lit SSI CUV, 6 1 t?V*. 


©1990,1991 SEGA™. 

All rights reserved. ALIEN 
STORM™ is a trademark of 
SEGA ENTERPRISES LIMITED. 
SEGA™ is a trademark of 
SEGA ENTERPRISES LIMITED. 


ARCADE HITS 


( 

Can the shady duo keep 
their cool, lay their hands 
on some hot property and 
still avoid the blues! It's up ( 
to you! 


Available on: Amstrad, CBM 64/128 
Cassettes 8c Disk, Spectrum Cassette, 

Atari ST 8c Amiga. J I I ^ 





























a festive evening than having a nice 
read of your favourite magazine. In 
order for you to fully enjoy this edi¬ 
tion of ACE magazine, we recom¬ 
mend that you wear a little paper hat 
(and perhaps have one of those 
blowey things with a feather on the 
end in your mouth), loosen any tight 
garments and relax.We've tried to 
cater for all Christmas-styled tastes. 
Those of you who are feeling fine and 
festive may like to enjoy our free 
Software Boss game, certain to 
brighten anyone's day with its amus¬ 
ing - yet accurate - simulation of 
the race to release a smash hit 
game and get it to Number One. 
And those of you who don't will just 
have to make do with the blistering 
6-Page Screentests of this month's 
best games, the Previews section 
boasting a host of exclusives and our 
incredible In the Works pages, sorry. 



Clanng! Electronic Arts' Cyberfight is going to be a right laugh, pitting the player against 
>a host of ever-tougher robot opponents in a big futuristic prize-fight. And it's nearly ready. 


ATAC from Microprose 
combines the usual excellent 
3D flight routines with a novel drug- 
busting twist. Instead of doing 
battle with countless enemy MiGs, 
the player must do financial battle 
with the Columbian drug lords. We 
talk to developers Argonaut about 
the problems of blending the two 
styles and report on work so far. 





msm i 


hey say that good things come in 
threes, and if anything serves as an iron¬ 
clad testament to that very fact, it’s our 
latest, third, tips supplement. Twenty (count 
'em) four pages of cracking tips extracted at 
great personal risk from the offices of software 
publishers around the country. As well as the 
1 regular batch of computer tips, our third 
I edition contains a special console round-up. 
1 This time, a veritable melting pot of varied 
1 game styles are included to keep both 
|p rollicking blasters and adventures happy. 
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Another World 

may eat little animals out of shells and wear stripey jumpers, but 
: rench can certainly come up with novel game ideas. Delphine's 
st release is a case in point; an adventure drawn in polygons! 
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Wolfchild 

He's a wolf! He's a man! He's the latest hero from Core Design. 
Receiving their second 6-Page Screentest in as many months, Core 
depart from last month's viking adventuring for an all-action romp. 



56 

Epic 

- * - ■ -n the making, Digital Image Design's Epic has turned out to be 
cwn * as enormous and clever as their proud claims suggested. But 
how does it hang together as a game, eh? 

62 

Populous II 

Best Game In The Entire World Ever. Tidal waves, volcanoes, 
ikes, plagues, battles and a touch of Greek mythology. Bullfrog 
do send everybody else back to the drawing board. 


74 

Eye of the Beholder 2 

The game which set the adventuring world alight now has a sequel. It's 
bigger and better than the original, and the characters have even more 
stupid names. So pack your leather armour (4 hit pts) and away we go! 


80 

The First Samurai 

Pursuing his master's murderer, the First Samurai must battle his way 
through 24th Century Japan in one of the best arcade adventures for 
months. From the team that brought you Time Machine. 
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That's risht man! 

A buncha slimy, horrible, totally sross and putrid monsters are 
takins over the bodies of the people who live here and they 
wanna build a weapon that's gonna take over the entire planet! 

PR-ETTy COOl-HUH? 

Anyway, yours truly is the only one who can see 'em! 

I've gotta spray-paint things, get radical on niy skateboard, use 
my trusty slingshot, and in general behave like a nuisance, man. 
Plus, with evil dudes like Nelson the bully and Sideshow Bob 
getting in my way, it's a good thing I've got the rest of the 
Simpsons to help me out! 

So if you're a decent person a patriot, and somebody who cares 
about this sorry planet, you'll do the right thing. 

BUy THiS GaME! 

Thanks man. 


IBM PC ^ 

AMIGA 

ATARI ST 
SPECTRUM 

COMMODORE 

AMSTRAD 
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OCEAN SOFTWARE LIMITED 
6 CENTRAL STREET ■ MANCHESTER • M2 5NS 
TELEPHONE: 061 832 6633 ■ FAX: 061 834 0650 


ACCLAIM® AND BART VS. THE SPACE MUTANTS™ ARE TRADEMARKS OF ACCLAIM ENTERTAINMENT INC, 
THE SIMPSONS ™ TM &© 1991 TWENTIETH CENTURY FOX FILM CORPORATION. ALL RIGHTS RESERVED. 
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AMERICAN ADULATION 

Console companies like Sega and Nintendo have recently got into the habit 
of producing rather off-beat adverts for television. However, our Yankee 
cousins are masters of the absolutely amazing or totally tacky advertisement. 
It’s difficult to ignore them sometimes. 

Operation C is one of the many eye-catching computer animated 
‘shorts’ produced by Lamb & Company for Japanese software house Konami. 
Designer Mark Mariutto won praise from his peers for this particular fea¬ 
ture. 

Enhancing the Rambo character seen in the original Gameboy shoot- 
’em-up (reviewed in ACE 42), our aggressive hero reeks havoc in some 
sort of futuristic experimental laboratory before rushing outside into 
an arid alien battlefield. This gung-ho commando is a 3D articulated 
model with full facial features and moving joints. Notice the texture- 
mapped LCD screen from the Gameboy playing the actual game on 
his chest! 

Founded in 1980, Minneapolis-based Lamb & Company is a com¬ 
mercial production house specialising in 3D computer animation 
and simulation for television advertising, forensic reconstruction 
and architecture. It used Silicon Graphics workstations running Wavefront 
and other proprietary software to create the thirty-second spots for the 
Gameboy versions of Operation C and Teenage Mutant Ninja Turtles ‘Fall 
of the Foot Clan’. 


Does Whatever 
A Spider Can... 

One of the most-loved Marvel comic char¬ 
acters celebrated his thirtieth birthday this 
year. Spiderman is therefore very big busi¬ 
ness at the moment. 

Firstly, Sega has introduced a lively new 
coin-op sporting the hyperadvanced System 
32 hardware. Up to four players can simul¬ 
taneously play Spiderman, Sub-Mariner, 
Black Cat or Hawkeye. Using their unique 
superhuman abilities, these four heroes 
pursue their arch-rival Dr Doom through the 
sprawling metropolis. It looks very much 
like a comic and comes complete with 
speech bubbles and digitised voices. A 
Megadrive conversion seems very likely. 

More importantly, Sony’s Columbia 
Pictures has decided to turn Spiderman 
into a big box office attraction in 1993, 
with the idea of making our superhero a 
bigger blockbusting movie star than the 
Terminator. Who will they get to play the 
agile web-spinning crime-fighter? Michael 
Biehn, co-star of Aliens and the original 
Terminator, is tipped to be the lucky guy. 
And muscleman Arnold Schwarzenegger 
could play one of the villains or guest as 
Superman! 

ACE previously heard that the director’s 
initials were ‘JC’, but who could this myste¬ 
rious person possibly be? What about John 
Carpenter, mastermind behind Escape from 
New York and The Thing in the early eight¬ 
ies? John Craven, ex-presenter of 
Newsround on BBC1, was our absolute out¬ 
side bet along with Jesus Christ. 

Stan Lee, creator of Spiderman, cleared 
up any confusion when he revealed on 
Motormouth that the lucky guy was to be 
Terminator 2 director James Cameron. 

Thus, Spiderman - The Movie will almost 
certainly ooze over with fast-paced action 
and spectacular special effects. 

Interestingly, it won’t be Sony Imagesoft 
who produces the video game adaptions of 
the movie. Acclaim has been rather sneaky 
by snapping up these 
rights directly from 
comic publisher 
Marvel. We’ll 
be seeing the 
results on 
Gameboy, 4 

Megadrive, Gamegear and 
Super NES coinciding with the 
premier of the movie. After 
the recent deal concern¬ 
ing the Simpsons and 
Terminator 2, Ocean 
will probably pick up 
the home computer 
rights to Spiderman. 
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Step Back In Time 


With the Cold War over and no updated stealth 
aircraft on the near horizon, Microprose has been 
forced to visit bygone days for inspiration for its 
next epic flight simulation. 

B17 Flying Fortress will recreate the devas¬ 
tating daylight raids on Nazi-occupied Europe by 
American aircrews based in England during World 
War Two. Players take command of a bomber, 
flown in a group formation with other planes, 
through 25 hazardous combat missions. 

Boeing’s B-17 was one of the most successful 
bombers of the entire war. Despite some excel¬ 
lent armour and armament, the so-called 'Flying 
Fortress’ suffered heavy losses over Germany 
until the arrival of the P-51 Mustang long-range 
escort fighter in 1943. David Putnam’s master 
ly movie Memphis Bell relives the nightmare of 
flying one of these B-17 babies on such suicidal 
daytrips. 

Vektor Grafix, the development outfit respon¬ 
sible for Bomber (Activision) and Space Shuttle 
(Virgin Games), is busy producing versions of 
the game on Amiga, PC and ST for a spring 1992 
launch. Microprose is promising this release will 
be another 'stunning 3D simulation’ from the 
firm. 

ACE will hopefully be taking B17 Flying Fortress 
out for a preflight check-up sometime soon. 


Meanwhile, Microprose in the States is adapt¬ 
ing the award-winning F-19 Stealth Fighter and 
Railroad Tycoon onto Super NES format. It will 
be interesting to see how these two best-sell¬ 
ing simulation programs are going to be trans¬ 
formed into the kind of slightly less-demanding 
video games which sell in their millions on the 
popular Nintendo consoles. Can the average 
eight year-old gamester really wrap their heads 




TWO 

SEXY? 


It comes as little surprise that 
Gremlin is already producing a 
sequel to the chart-topping Utopia 
space-colony simulation game. 
Currently going under the clever 
working title of Utopia 2, this is 
already promising to be even bet¬ 
ter than its popular predecessor. 

Graeme Ing is back in the 
programming chair but the orig¬ 
inal's co-designer, Robert Crack, 
has decided a return to his uni¬ 


versity studies is the best move 
for him. Ing has pledged to hire 
a new graphic designer and 
presently favours a look similar 
to the classic sci-fi movie Alien by 
Ridley Scott. Nothing has hit the 
drawing-board or paint package 
yet. So, apart from the visual theme, what's new? Much of the game will remain 
the same, players still strive for the perfect place to live, but there are lots of 
refinements planned. These could include a feel more like that of a wargame 
and Ing also assumes there will be far less hassle when handling rather bor¬ 
ing stuff like the tables of figures on the finance screen. 

Obviously, the project is still at an early stage and literally anything could hap¬ 
pen. Hard facts are scarce, except for the expected release date. Utopia 2 should 
be available on Amiga and ST within the next twelve months. 

In the meantime, the first Utopia will be converted over to the PC, Super 
Famicom and more exotic Japanese computer formats. Rest assured, ACE will 
keep you posted of any major developments. 


Sale Of The 
Century 

If you’re thinking about buying a Megadrive, there’s 
never been a better time to go for it. Sega has final¬ 
ly decided to bundle the phenomenally successful 
Sonic the Hedgehog with the console for a stonk- 
ing /129 at most stockists. 

Easily the most-talked about cart released so far 
on the Megadrive, Sonic the Hedgehog is Sega’s 
answer to the multimillion best-seller Super Mario 
Bros series from Nintendo, both in terms of game- 
play and cuteness. Sales of this value-for-money 
package should soar through the retailers roof. 
There could even be a shortage of stock this 
Christmas, so act fast if you’re interested. 

That’s not all. Gamegear owners will soon be able 
to sample the fun when Sonic the Hedgehog is 
converted over to their handheld games system in 
a couple of months. Frogger and Super Kick Off 
are also on their way. 
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Fear And Loathing In Downtown Tokyo 




As this report goes to press, players in Japan are 
queuing at software stores in their thousands, eager¬ 
ly awaiting the third instalment of the Zelda saga 
of fantasy role-playing games from Nintendo. This 
strange activity is probably best described as the ori¬ 
ental equivalent of camping outside Selfridges or 
Harrods before their famous sales every January. 

If s not unknown for Japanese people to be ‘mugged’ 
for these new games and, on one outrageous occa¬ 
sion, somebody actually had their house burned 
down by a disgruntled teenage punter when stocks 
of Dragon Quest ran out in his town on the first day 
of release. Apparently, the arsonist’s friend was 
asked to hand his copy over or face the consequences! 
The passionate players in the land of the rising sun 
certainly take their video games seriously. 

The Legend of Zelda III costs the equivalent of 
jf35 and is only available on the Super Famicom. It 
has been crafted by the same design team respon¬ 
sible for the highly-respected and much-loved Super 


CARRY ON, COMMANDER! 

In an impressive effort to squeeze every possible pixel out of the 
spacetastic Wing Commander II, Origin is planning to sell additional 
missions for the game on another expansion datadisk. 

Special Operations is the brainchild of Ellen Guon, who originally 
worked at Sierra Online but served as lead writer on the second Wing 
Commander project. Besides new missions and enemy aces to tack¬ 
le, this accessory also introduces a prototype Terran fighter known 
as the Crossbow Bomber. 

Origin’s Commander series of action simulations just can’t be ignored 
at the moment. Further titles on the production line include the 
inevitable Wing Commander 3, Strike Commander which is sched¬ 
uled to appear early next year, and Panzer Commander (working 
title). 

The latter Chris Roberts creation is, surprisingly enough, a tank 
combat affair. An Origin spokesperson boasts Panzer Commander is 
another ‘breakthrough’ product with incredible graphics which look 
better than most animation seen on TV. No meaty details are avail¬ 
able at present, although it’s pretty safe to say this game will be set 
during the Second World War and feature a few armoured vehicles... 



Mario World. Zelda III is a hefty eight-megabit 
cartridge four times larger than previous games, 
so great things are expected of it. 

Perhaps zany American actor, and renowned 
Nintendo aficionado, Robin Williams will rush out 
to Japan and buy this cart? After all, he did name 
his daughter Zelda after the eponymous video game 
character. 






Are you Redi for this? 

Normally known for professional, expensive and excruciatingly dull flight sim¬ 
ulators, Rediffusion has announced a newly improved version of the Venturer 
14-seat entertainment sim cum cinema attraction. 

You’ve probably seen the Super-X at computer shows and other similar events. 
Basically, it couples flight simulator motion techniques with a laserdisc film 
of something thrilling like skiing down a breathtaking slope, driving a Formula 
One car at top speed or taking a journey out into space. 

The whole set-up is quite believable and very exciting because the chair you 
sit in moves in time with the action. There’s also a loud-speaker system to 
drown out the screams of petrified grannies and young boys! 

Venturer will be shortly complemented by a special two-seat interactive sim¬ 
ulator called the Commander. Keep an eye out for our report in the near future. 

And Here's One I 
Prepared Earlier... 

The bigger, Dadder sequel may be out now but don't chuck your copy of 
Populous in the bin just yet - Electronic Arts has breathed yet more life 
into Bullfrog's classic original with an editor program to be released in the 
new year. Programmed by a German Populous addict, it allows players to 
create their own Promised Lands by altering sprites, backdrops and game 
variables! It's out in January for £9.99, but unfortunately only Amiga 
owners need apply. 











Core, What A Scorcher! 

nere any stopping Core Design? After producing the likes of Heimdall and 
~ Ifchild, the company is devising a new racing game based around the top 
i roar racing cars normally seen at trendy venues like Le Mans et al. 

•Vith no working title as yet - we suggested fag Drag but Core wasn't impressed 
the game will supposedly use an adapted and slightly enhanced version of the 
i>t and fantastic 3D graphics routines first seen in Thunderhawk. It therefore 
uldn’t take too great a stretch of the imagination to discover the author of 
ore Design’s chopper combat sim is in charge of development. As lots of the 
»de is already in place, the whole game will take a mere six months to com¬ 
plete. 

A spokesperson for Core Design maintains that this first foray into drive-’em- 
ps will be totally innovative, knock everybody for six and make Indy 500 from 
X look decidedly pale in comparison. Bold claims true, but believable ones 
: . sidering the pedigree of products before it. 

Project y is due for release on Amiga, PC and ST by May 1992. There could 
* >0 be a Megadrive version of Thunderhawk out on the streets sometime later 
ext vear. No console publisher has signed it up yet - Core Design only goes for 
ppy disk formats at present and has only just included the good old C64 to 
•hat list - but the smart money would be on Virgin Games. Richard Branson’s 
- rtcos has already converted Chuck Rock and Corporation over to the Megadrive, 
mck Rock 2, entitled ‘Son of Chuck’, is also on the way from the same design 
at Core Design. Phew! 



ALL TOGETHER NOW 


• >mian creators of Falcon, Spectrum Holobyte, 

• : Leicester-based W Industries, makers of the 
r-uality arcade video game system, have entered 
• the ‘historic marketing venture’ to form 

' Studio, a virtual reality software publishing 
~m exclusively devoted to coin-op titles, 
rtuality represents a quantum leap in enter- 

* * ent technology and should be considered the 
-eation vehicle of the nineties and beyond,” jus- 

spectrum Holobyte founder Gilman Louie, 
' this system, any world or fantasy can be cre- 
• otally immerse the user in an extraordinary 
ial experience.” 

L.v. Cyberstudio will modify and enhance 
xstt g Virtuality games but plans are underway 


to develop several original titles, the first of which 
will be ready by early 1993. 

It’s a fair bet that the first game will probably be 
a flight simulation, perhaps even based around the 
F-16 Falcon, which would also utilise the Electronic 
Battlefield pioneered by Spectrum Holobyte. The 
PC version of Falcon 3.0 is the first game to demon¬ 
strate the Electronic Battlefield and this will be fol¬ 
lowed by Avenger A-10 next year. This innovative 
concept lets many players compete on the same bat¬ 
tlefield. One person, for instance, could command 
a tank while three other players pilot a squadron of 
fighter aircraft. Such multiplayer capabilities should 
suit the Virtuality equipment very well. 


They’re Back 

Namco has tried to breath new life into the 
classic shoot-’em-up Galaxions by introduc¬ 
ing a sit-down arcade video game system 
with fancy 3D graphics and a dinky little laser 
gun. 

Starblade is a bit too linear and non-inter- 
active for many players tastes, but does incor¬ 
porate some particularly good sprites and 
backdrops. The thrills and spills don’t stop 
there, either. Namco thoughtfully provides 
an 'active seat’ which vibrates when the 
enemy hits you and a four-channel surround 
sound system to produce "echoes through 
the players body”. 

Perhaps there will be more attention to grip¬ 
ping gameplay in the next 'hyperentertain¬ 
ment machine’? 




















V HIGH PRAISE 
DRIFTERS 


What the heck have Bart Simpson, Arnold 
Schwarzenegger and WWF got in common? 
They're all coming soon to your Nintendo 
Gameboy! Rik Haynes casts an eye over 
these hot properties... 






N obody had even heard of Acclaim a couple 
of years ago. Today, thanks to a string of 
best-selling NES cartridges, this prolific 
New York company is one of the biggest video game 
publishers in the world. These guys certainly know 
how to make the right connections. Earlier this year, 
Acclaim was one of the first firms allowed to man¬ 
ufacture its own NES carts. Previously, such soft¬ 
ware was strictly made by Nintendo itself in Japan. 
More recently, the Super NES has been added to 
the hit-list with titles like The Simpsons, Smash TV 
and Super WWF Wrestlemania on their way. 

At the beginning of this month, Acclaim announced 
plans to convert its most popular games onto the 
Sega Megadrive and Gamegear, thus completing 
the line-up of total coverage. Enough of this corpo¬ 
rate backgrounder, I hear you cry, what about those 
exciting new Gameboy offerings? 


BART SIMPSON’S ESCAPE FROM 
CAMP DEADLY 

There's just no escape from this goofy American 
family of total misfits. If you’re not completely fed 
up watching them on satellite TV or video, Acclaim 
is ready willing and able to supply the Simpsons in 
software form. In this humour-packed Gameboy 
adventure, rebellious Bart and his smart sax-play¬ 
ing sister Lisa are sent to summer camp, the place 
where American parents banish their brats for eight 
weeks every year. 

Trouble is, this dangerous 
dump is lorded over by bul¬ 
lies and cruel camp counsel¬ 
lors who excel in dishing out 
tortuous tasks. You must guide 
the Simpson sprogs through 
the sadistic obstacle course, 
surviving quicksand, piranha 
pits, greedy gators and 
Nelson's gang of motorcross 
thugs. Escape from Camp 
Deadly will be available later 
this month for about £25 and 
Acclaim is already preparing 
a sequel for release next year. 




TERMINATOR 2: FUTURE WARS 

The Simpsons and Terminator 2 must be the biggest 
things to happen in the entertainment industry this 
year. No wonder Acclaim has licensed both of 'em. 
Stealing scenes from the brilliant Schwarzenegger 
movie, players are led through a series of arcade 
sequences featuring futuristic hunter killers, fast 
motorbike chases and furious gunfights. If you actu¬ 
ally take a close look at the 
Terminator 2 film credits when 
it's released on video in early 1992, 
you’ll notice a plug saying ‘play 
the hit Nintendo games from 
Acclaim'. See what I mean about 
those handy contacts... 


WWF SUPERSTARS 

Taking advantage of another cult 
programme from BSkyB, Acclaim 
has converted the beefcake World 
Wrestling Federation appeal of 
Hulk Hogan, Ultimate Warrior 
and Randy ‘Macho King’ Savage 
into this blistering bout of head-butts, dropkicks and 
clotheslines. WWF Superstars also includes action 
out of the ring, two-player head-to-head GameLink 
option and simulated TV interviews with each wrestler 
conducted before and after every match. A very handy 
Christmas present for Hulkmaniacs, eh? 



nwtm 
















































Ifirvw. 


m 







































ettersi 


Hard to believe though it is, 
we're not always infallible, 
and from time to time things 
occasionally go awry here at 
ACE Towers. This month the 
gremlins decided to hit our 
Letters section, and all the 
titles for the letters unfortu¬ 
nately got lost in some com¬ 
puter maze. Due to this hap¬ 
pening at an unfortunately 
late time in our schedule, we 
didn't have time to come up 
with a completely new set of 
titles, so we had to borrow 
some from the problems page 
of our sister magazine Just 
Seventeen instead. Hope you 
don't mind... 


I FINISH TOO EARLY 

Dear ACE, I have never before felt so strong¬ 
ly as to put pen to paper as I do now. I am 
absolutely livid about some games and the 
time taken to complete them. One magazine 
stated about Robin Hood, “there are a good 
30 or so hours of gameplay here.” Bullshit. 
After two hours I had completed the damn 
thing! Apparently it was “fun” to walk around 
talking, exploring etc, but it wasn’t. This mag¬ 
azine had wasted around £25 of my money. 

I was also hogged off by Megatraveller (2 
days), Bard’s Tale (a week) and Hillsfar (five 
hours). Midwinter took me about ten hours. 
However, one game has delighted me, Eye of 
the Beholder. This is a real joy to play. It’s 
also a real challenge. Make no mistake I am 
an experienced gamesplayer, especially strat¬ 
egy and adventure games, but this is no 
excuse for the ease of a game. 

Great idea about six page reviews, from 
these we can see what a game is really like. 
Based on these, the game I’ll purchase will 
be Floor 13. Why not have a section special¬ 
ly for adventures and RPGs, where quality 
games are printed and help can be given to 
inexperienced (and experienced) adventur¬ 
ers? 

Matthew Gorman 
Portsmouth 
Hampshire 

We’re not too sure about your claims about 
games being too easy. Most of the time 
designers seem to get the difficulty just right, 
and if anything they seem to be veering more 
towards the tough side. However, It’s an inter¬ 
esting point, but you should never actually 
think “God, this game is really hard!" By that 


time, you're well on the road to frustration 
and disappointment Instead, your argument 
seems to suggest that you would like games 
to be simply bigger. So what's the verdict? 
Do ACE readers reckon that today's software 
is easy, hard, or just lovely and right 

TVE GOT A NASTY 
COMPLAINT 

Dear ACE, well done with the new style man. 
It’s great, but like Mr Trevor Booth is issue 
511 would like to see more six page reviews. 
So please hurry it up. I have only two com¬ 
plaints. One is what happened to the charts 
in the pink pages? You were only mag I had 
read that did the charts by the game’s aver¬ 
age score. Secondly, the thing I find annoy¬ 
ing is that when you review a game you don’t 
say if or when the game is out for other com¬ 
puters such as Civilization in issue 51. Is that 
going to come out for ST or the Amiga? When? 
If you answered questions like that it would 
be very useful. 

I own an ST and I want to get a game design¬ 
er kit. What is the best kit around, I have 
though of a cricket game. What kit would be 
the best for a game like that? 

Nathan Langton 
Bristol 

We'll be doing more six page reviews very 
soon, so just hang on, alright? Everything 
comes to he who waits. Patience is a virtue. 
As for the ACE stockmarket, that had to be 
swept into the bin along with everything else 
to make room for our glistening new reviews 
directory. You'll be pleased to hear, howev¬ 
er, that we have taken heed of your second 
quibble, and as of this month we'll be giving 
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THE BLACK GATE 


THE GREATEST ROLE-PLAYING ADVENTURE SAGA OF ALL 
TAKES ON AN UNBELIEVABLE NEW DIMENSION! 

Ultima VII makes another giant technological leap forward. Harnessing the full extra power of the latest generation 
PC's, the Ultima world literally takes on an extra dimension, with a completely new full screen VGA graphic 
environment which brings fantastically realistic close-up views of the game-play as it develops. 

Instead of watching this amazing interactive story unfold through a small window, now you are in Britannia! 
Absorbing the atmosphere. Feeling the pressure. Actually hearing the characters speak. Controlling your every move 
and those of your companions, in a unique, mouse-driven environment. 




SORIGIN 

mmmrnmm 
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System Requirements: 

IBM-PC or 100% compatible 386SX, 386 or 486 
Hard Disk, High Density 5,25" or 3.5" disk drive 
2MB Memory 

VGA/MCGA colour monitor 
Keyboard and/or mouse 

AdLib, Roland MT-32/LAPC-1, CMS Soundblaster Sound Card* 
*Required for speech. 


For more information, or the name of your local dealer, 
contact: Mindscape International Ltd., 

The Coach House, Hooklands Estate, Scaynes Hill, 
W Sussex RH17 7NG. Tel: 0444 831 761 






STEPMUM MAKES MY LIFE A MISERY 

Dear ACE, I have a very serious complaint which I would like to voice 
through your pages to the entire industry. Why oh why do software 
houses continually persist in packing their games in large cardboard 
boxes to make it look like there is a lot of stuff inside, then put 
nothing in there but a disk and a stupid little instructions pam¬ 
phlet. It’s just the biggest rip-off going! I can’t think of any 
other medium that uses this cynical marketing ploy. Not only 
is it totally impractical for us games players who have to 
find somewhere to keep all these giant boxes, but it is obvi¬ 
ously just a way for software houses to make their inferior 
games look more appealing and worth the asking price. 

I’m not quibbling with people like MicroProse, whose hefty pack¬ 
aging is justified by the large manuals and documentation the prod¬ 
uct requires, but certain software houses (I won’t name names but 
everyone knows who they are) seem to think that they can get away with producing a 
giant package and then putting, if you’ll excuse the term, sod all inside! 

If there’s any consolation to this sad tale, it’s that I don’t think this rip-off tactic is going 
to work. Today’s software-buying public are far too shrewd to fall for it. When you pick 
up a big box and it hardly weighs anything and you can hear the disk rattling around inside, 
you know immediately what the SP is. But who knows what depths some firms may stoop 
too - maybe they’ll start putting bits of lead inside their boxes to make them seem heav¬ 
ier! 

To be honest with you, I wouldn’t really mind so much - it’s not as if the standard of the 
game is diminished just because it comes in a big box after all - if it wasn’t for two things. 
One, the problem with shelf space I mentioned earlier, and two, I think that documenta¬ 
tion is very important to a game. When you get a glossy manual and lots of other bits, it 
makes you feel good and adds to the overall game experience. By putting out these stupid 
little leaflets inside a giant box, that whole concept seems to be demeaned somewhat. 
That’s my opinion anyway. 

Before I go, I would like to congratulate you on the excellent new section Gary Whitta’s 
Previews. With all those first-time stories and exclusive screenshots, I now know exact¬ 
ly where to go to best the beast advice on what I’ll be playing over the next few months. 
Keep up the good work! 

Roger Allison 
Maidstone 
Kent 

Right on, comrade! We fully agree with your comments about con-job packaging. There's 
nothing we find more annoying than getting all excited when a giant game box finds its 
way into the office, then tearing off the cellophane to find nothing more than a disk and 
a pathetic bit of paper inside. This isn't the only letter we've received on this subject 
either - it seems more and more readers are getting hot and bothered over the packag¬ 
ing issue. So maybe it's about time you industry bigwigs got your act together, eh? 




full version details for every game we review. 
Go and have a look if you don't believe us. 

AM I NORMAL? 

Dear ACE, what on earth happened to pages 
7 and 8 in your December issue? There were 
five items in your News section that were fin¬ 
ished in mid-sentence. I’m sure, not often you 
receive complaints, but I couldn’t finish the 
magazine afterwards, for I am one of your 
most loyal readers! Please in future, publish 
the ends of sentences. 

Robert Sharp 
Banstead 
Surrey 

Oops! Frank Spencer strikes again. Okay, 
okay, we admit. Some of our News stories 
got caught a bit short. Those responsible 
have been publicly executed in the car park 
at the back of our office. 

I AM IN TURMOIL! 

Dear ACE, I am writing to you because I value 
ACE’s comments and opinions and would like 
them on the questions below: 

1. CDTV? I know what one is and everything 
but is this a good thing because people say 
it’s not worth the money but other people say 
that due to its audio and graphic capabilities 
it’s the worth the asking price. So is it worth 
getting? 

2. The price of software seems to be going 
up all the time. Is it due to the rise of more 
and more games getting copied? If so wouldn’t 
CDs be the best way round the problem as 
you can’t copy them and the price could come 
down a little? 

3. Could you please tell me if F117A Stealth 
Fighter 2 and Wing Commander will be brought 
out on the Amiga? 

I would be very grateful if you would answer 
my questions and I must also tell you what 
a great improvement you have made on your 
mag. It’s just the best one money can buy. 

GL Mattoioli 

Tonbridge 

Kent 

i6 m&m 


Right, one at a time, then... 

Firstly, it's not really our place to tell you 
what to do, but you're probably best off wait¬ 
ing a while to see how the CDTV fares before 
taking the plunge. Though it's been on sale 


for quite a while now, it hasn't exactly been 
flying out of the shops. Also, Commodore 
recently lopped a hundred pounds off the 
retail price, so who's to say another drop isn't 
on the cards? 

Don't let anyone mislead you about the 








61 ’m the most amazing piano ever. The first-ever piano that actually teaches you how to play me. /] In fact 1 undertake to make a proficient 
player of any child or adult who follows my unique system of progressive lessons. Devised and written by professional music 
educators. My secret: video games technology to make the whole thing fun, fast and enjoyable. Using my Artificial Intelligence Technology 
to monitor each lesson to build a series of personalised exercises - just for you. Not to mention my State of the Art stereophonic sound 
with over 100 instruments, sounds and effects. And I’m Midi compatible - naturally. Jl Then there’s my unique sensitive professional 
keyboard with full-sized keys that respond to your touch just like a piano. My musical repertoire of over 50 pieces. Experience a 
demonstration of my superb teaching and performing powers at selected stores. I’m not so much a present - I’m a lifetime’s gift.9 

For use with Nintendo, Commodore Amiga and P.C. formats. From £249.00. 



The first piano that teaches you how to play it 



















































































machine's superior graphics either - they're 
exactly the same as on the Amiga, and only 
the sound is improved due to the CD drive. A 
more favourable bet might be to get hold of 
the bolt-on CD drive for the Amiga when that 
appears. The point about software on CD is 
a good one, but don't for a minute think that 
the price would come down just because of 
the no-more-piracy factor and cheaper medi¬ 
um. Look at audio CDs - they sell more than 
conventional LPs and are cheaper to produce, 
but they still cost twice the price. As long as 
the public are willing to pay high prices, they're 
not going to come down. Finally, you'll be 
pleased to hear that F 117 A and Wing 
Commander will both be finding their way 
onto the Amiga - soon. 

FANCIED BY 
TWO BOYS 

Dear ACE, I’ve been a computer games play¬ 
er for many years, from the good old days of 
the Jupiter Ace to the awesome Amiga 1500 
I own now. I’m also an avid car fan, and on 
the weekends there’s nothing I like more than 
to bring my two interests together by play¬ 
ing driving games on the Amiga. I follow the 
race-game genre avidly and as such I have 
noticed that recently there have been a lot 
of driving games licensed to a particular car 
or bike. Lotus, Toyota, Suzuki and Ferrari have 
all been signed up in the past, and now I hear 
that there are plans to bring out a Jaguar 
game. 

The reason I am writing in is because there 
aren’t really that many good cars left to 
licence, so I wondered if any software com¬ 
panies might be interested in doing a game 
about mine. I own a 1981 Ford Capri 2.8 litre 
convertible with white-wall tyres, leather buck¬ 
et seats, electric windows and multi play CD 
player with 140 watt stereo output. Obviously 
it’s a pretty excellent motor, and it really goes 
some too. 

I think that this car would be an excellent 
one to licence. If any software houses would 

i 

like to sign my car up, I would be more than 
happy to talk business. I’m sure there’s lots 
of potential, and I would even design the game 
for them. 


David Valliant 
Exeter 

Well, how about it, you software houses? 
Dave's car does sound a bit good, andit'sgot 
to be a better bet than Team Yugo, hasn't it? 
If you're interested, give us a call at ACE and 
we'll put you in touch. 

HIS SIZE 
FRIGHTENS ME 

Dear ACE, let me tell you about magazine 
coverdisks. I buy just about every computer 
book going each month, and while ACE is 
undeniably one of the best in terms of edi¬ 
torial quality, it seems that you’ve been left 
back in the stone age as far as disks are con¬ 
cerned! CU Amiga, Zero, Amiga Format, Amiga 
Power, The One, ST User and many others 
have cover disks which greatly enhance the 
overall package and VFM factor. So my quee- 
tion to you is: why doesn’t ACE drag itself 
into the 90s and do a coverdisk too? 

I’m sure that it is a good idea financially, 
as these disks must greatly increase sales, 
particularly if there’s something good on the 
disk, like a playable demo of a new game or 
even a complete old game. So come on ACE, 
get your act together and get a disk on the 
front and make your excellent magazine even 
better! 

Alex Knockholt 
Langley 
Slough 

Though you're correct in a very general sense 
about cover disks improving a magazine's 
sales, it's not quite as simple as that. Notice 
that most of the disk magazines you men¬ 
tioned are single format - ie they only cover 
one machine. ACE covers a wide range of 
machines, both computers and consoles, which 
makes a coverdisk a bit of an unlikely 
prospect. Even if we managed to squeeze 
enough good ST, Amiga and PC stuff onto a 
tri-format disk to make it worthwhile, we would 
immediately alienate all our console readers. 
Indeed, that's why Zero has recently dropped 
all its console coverage. 


Would you pay an extra quid for a magazine 
with a disk that's no good to you? Lastly, a 
coverdisk doesn't necessarily enhance the 
overall package - some might go as far as to 
say that it's just a cynical ploy to make up 
for the low quality of the magazine itself. 
Still, we're always open to readers' comments, 
so why not let us know where you stand on 
this highly-controversial issue? 

HE WANTS TO, BUT 
I'M NOT READY 

Dear ACE, I would like to know why it is that 
you can’t buy computer games in supermar¬ 
kets. Many other retail chains, like Virgin, 
HMV, Dixons, Laskys and Rumbelows all sell 
games for the various computers and con¬ 
soles, but if you were to go looking for the 
latest releases in one of these so-called 
“supermarkets like Sainbury’s Tescos or 
Safeways, you would have no luck at all! How 
can these giant chains purport to sell every¬ 
thing you need if they pay no attention to one 
of the fastest-growing entertainment medi¬ 
ums in the world today? 

Often, when I am doing my weekly shopping 
at the local Kwik Save, I may want to pur¬ 
chase the new Bitmap Brothers game as well. 
But can I? Oh no, I have to get on a bus and 
go all the way up to the computer shop in the 
precinct. I’m sure if it had been a tin of toma¬ 
toes or some meatballs I had been after, I 
would have had no trouble. But computer 
games? Pah! 

The way I see it, these short-sighted super¬ 
market chains are only shooting themselves 
in the foot in the long run. With the likes of 
Sega and Nintendo, it won’t be long before 
everybody will be adding the latest hot car¬ 
tridges to their weekly shopping lists. So 
come on you so-called convenience stores - 
let’s see some convenience, eh? 

Andrew Chunk 
Leeds 
Yorkshire 

Erm... yes. 
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«^r ou are setting forth ihtp Unot%0}pkace, another time, another worid, "said 
w y Treguard, ‘The ‘Dungeon Omisfer. v Atidjdhat makes you thinkjhat you four mere 
I mortcds vAd succeed in the Quefii^when so many others have faded?" 

1 understood, at that hibment, that our mission was going to take ad 
our endurance, ad our codective skid, and, most of ad a depth of courage, that I wasn't sure 
we possessed. 
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r since ITV’s award-winning series hit our screens, the world has been waiting 
i computer game worthy of the name. The wait is over, 
ony Crowther’s amazing re-creation has everything, 
s og the same game system that made ‘Captive’ adventure game of the 
' *or 1990. ‘Knightmare’ makes dungeons and dragons games seem 
newts splashing around in a muddy puddle. 

Cn ghtmare’ is a sophisticated role-playing adventure where you are 


challenged to solve complex puzzles, logic problems and riddles that reveal a rich, 
ever-more rewarding storyline. 

Your journey takes you deep into the dungeons of Dunshelm. to a cataclysmic 
meeting with Lord Fear and the unthinkably horrible FrightKnight. 

Whether or not the meeting is terminal is up to you. You will need 
wisdom, tenacity, alacrity and. above all. courage. 

But you have all those things, don’t you... 7 


/our local dealer, contact: Mindscape International Ltd. The Coach House. Hooklands Estate. Scaynes Hill. West Sussex RH17 7NG Tel: 0444 831 761 


Available for Amiga & Atari ST 


Knightmare is copyright Anglia Television and Broadsword Television. 

Game copyright 1991 Mindscape International Limited. 

Captive Copyright 1990.1991 Mindscape International Limited, ail rights reserved. 
Written by Tony Crowther. 
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INDIAN*. 

THE LAST 
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He’s Bond 
He’s Back 
He’s 007 


v G4Mf ROM T?f5y ’ 
j M SMASH HIT MOVIE. 


Last Ninja 2 ; System Three Software Ltd. All rights reserved. Indiana Jones and the Last Crusade TM and ; Lucasfilm Ltd. (LFL). Indiana Jones. Indy and Lucasfilm Games 
are trademarks of Lucasfilm Ltd. All rights reserved. Produced under license from US. Gold Ltd Striderli % 1990 CAPCOM Co. Ltd. All rights reserved. ? 1990 US. Gold Ltd 
Produced under license from U S. Gold Ltd The Spy Who Loved Me 1990 Eon Productions Ltd/Mac B. Inc. The Spy Who Loved Me 1977 Danjaq S A. All rights reserved. 

5,1977 United Artists Company. All rights reserved Gun Logo Symbol - Danjaq, S.A and United Artists Company. All rights reserved. Lotus’ and Esprit’ are registered trademarks 
of Group Lotus pic. 

Artwork and packaging S Domark Group Ltd. ' Published by Domark Software Ltd. Ferry House. 51-57 Lacy Road. London SW15 1PR 
Helpline Tel: +44(0)81 780 2224 Between hours 1 30-4.30 pm (UK time). 


■Transported across the 
abyss of time to modern day 
Manhattan, you confront 
your arch-enemy Shogun 
Kunitoki once more - use all 
your intelligence, cunning 
and Ninja skills to vanquish 
this evil man. 


■ Play out Indy's greatest 
moments of danger and 
triumph in this blockbusting 
game.Fight off the enemy, 
dodge hazards and search 
for valuable objects in your 
quest for the world's most 
precious treasure - 
The Holy Grail. 


■ Strider's armed to the teeth 
and back with a vengeance. 
His task - to rescue an 
important world leader 
kidnapped by aliens. If his 
legendary aerobatic ability 
and swordsmanship are not 
enough to get you through 
level after level of action, 
a blast from his devastating 
high-velocity gyro laser gun 
may just do the trick. 


■James Bond stars in a 
classic action-packed race 
against time to save the 
world from the crazed and 
power mad Karl Stromberg. 
With one-to-one arcade style 
shoot-outs, multi-level action 
and top secret codes to 
crack, this is the fastest 
paced and most exciting 
Bond thriller to date. 
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(Left) One of the most exciting 
aspects of Cyber Fight promises to 
be its two-player game, where both 
players fight against each other on a 
splitscreen display. “The trouble with 
machine-to-machine link-ups is that I 
don’t think that that many people 
ever manage to set it up,” comments 
Michael. 

(Below top) That processor-intensive 
texture mapping in action. Available 
only to MCGA users due to technical 
complications [explained in the main 
text], It’s used to animate the 
arena’s video wall (here showing a 
missile in flight). 

(Below bottom) Kaaa-Booooom! 

When a robot’s taken more damage 
than it can stand, it explodes in a 
quite spectacular manner, spraying 
debris in all directions. 



Clank! Crump! It's more violent than Friday night in a Glas¬ 
gow pub! Electronic Arts' forthcoming Cyber Fight gives you 
- yes, YOU! - the chance to rip your friends limb from limb! 


T wo giant robots, tall as houses, stand immo¬ 
bile and impassive at each end of a massive 
arena lined with stands, each packed to over¬ 
ling with thousands of spectators. Yet strangely 
" ~ stadium is quieter than a graveyard. They are 
■ i *ing for the battle to begin. Inside the cockpit of 
- - u robot sits a pilot, one hand sweatily gripping 
ontrol throttle, the other poised over their weapons 
' terns. They too are waiting for the battle to begin. 
The shrill blare of a Haxxon echoes around the sta- 
- m followed by a roar from the crowd. Servos 
»r ne into service and the robots slowly march 
*** irds the other, the floor of the arena reverberat¬ 
ing with the weight of each lumbering step. As the 
iraw together they pause briefly, as if taking 
• k of each other. Then, with a screech of motors, 

: ~ raises a giant chainsaw and lunges, the other 
k» »s on with a missile and fires. Let battle com- 


ncept of giant human-piloted robots is not a 
-* ne. It’s been a staple ingredient of Japanese 
aunga' comics for over ten years now, originat¬ 
ing a ith the Gundam series and continuing today 
«r: the highly-popular Gunhed. However, British 
- niay be more familiar with them from the 
i e. excellent FX, crap acting) video Robot Jox. 
*** -^tever, you have to agree that the thought of being 
i:o pilot one of two giant combat droids clank- 
' 2 seven grades of Shell out of each in some futur- 
* gladiatorial contest is a pretty sexy one. 


Activision attempted to tap into the concept with 
their Battletech series, but totally missed the point 
by treating their games as plan-viewed wargames 
and depicting the warbots as tiny sprites. Fortunately, 
Cyber Fight, the latest opus from Michael ‘ Powerdrome’ 
Powell, looks to set the record straight for those who 
fancy a bit of all-out ruckin’ robot action. 

Cyber Fight’s plot, which EA are keen to stress is 
more than likely to change, shares more than a few 
similarities to the plot of the aforementioned Robot 
Jox, However, instead of Jox’s desert-based battle¬ 
ground, Cyber Fight’s combat takes place in enclosed 
hi-tech arenas, with crowds of bloodthirsty specta¬ 
tors baying for blood from the surrounding grand¬ 
stands. 

The aim of each round is literally to smash your 
opponent’s droid to pieces. It’s not a game for the 
faint-hearted - anyone whose idea of a good time is 
a quiet night in with a take-away Chinese and a video 
of Pretty Woman had best stay away. The champion 
can then use his cash winnings to buy weapon 
upgrades and assorted enhancements. The ultimate 
aim is to work your way up the league to become 
overall champion. 
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21 ► Each robot’s main mode of transport is on 
foot, but they are also fitted with limited-fuel jet 
packs which can be used to give them a short hop 
over obstacles or onto platforms. The droids can be 
fitted with up to two weapons (one for each arm) 
and these range from basic hand-to- 
hand grappling attachments, like 
chainsaws, giant clamps and clubs, 
to projectile weapons, like shotguns, 
cannons and missiles. 

There are six basic arena 
‘shapes’, but each can be packed with 
any number of features making a near¬ 
infinite number of different combat 
zones. These include such things as 
platforms (which the player can reach 
with a squirt from his jet-pack), walls 
(necessitating the use of mortars to 
hit the opponent) and re-arming sta¬ 
tions (which play a role akin to the 
pits in a racing game). Adds Michael: 
“In some arenas there are pools of 
molten metal. You can grab an oppo¬ 
nent with a clamp arm, drag him 
across the arena and throw him in!” 

But there are also some surprises 
in store for the unwary player. “Some 
arenas have switches hidden in the 
floor,” explains Michael. “These have 
various effects. Some buttons turn 
off the arena’s artificial gravity, forc¬ 
ing the robots to fight in zero-G. 
Others turn off the stadium lighting 
- if you haven’t fitted infra-red vision 
before the fight then you’re left in 
the dark. The buttons aren’t com¬ 
pletely hidden - once you know what 
to look out for you can avoid them or use them to 
your advantage.” 

As each battle progresses, the robots gradually 
erode the other’s shields. If the shield gets to low 
then damage is inflicted on the droid’s various fac¬ 
ilities. For example, take too much damage in the 
arm and eventually it’ll be blown off, leaving a spark¬ 
ing stump trailing smoke. Naturally, this makes that 
arm, and the weapon attached to it, useless. 

Likewise, take too much damage in one leg and 
it’ll become useless, only leaving you capable of swiv¬ 
elling around. Lose both legs and you’ll be crippled. 
In such a case, it’s probably best to eject, though this 
makes you very vulnerable. The only sanctuary is 
•your re-arming station, but your robot-mounted 
opponent will be doing his best to stamp you into 
the ground. And there can be few more trouser-dirty¬ 
ing scenarios than being chased by a belligerent 40- 
foot robot. 

It’s the 3D that’s the most immediately impres¬ 
sive aspect of Cyber Fight. It’s excellent in 16-colour 
VGA, but it’s in 256-colour MCGA that the game 
really shines - literally! Michael has used a technique 
called Gouraud shading to simulate highlights on 
the metal and ‘soften’ the joins of two polygons. 
Michael describes it as “a way of making polygons 
appear to be made up of more polygons than they 
are actually are.” 

Put simply, the shading routine takes a fixed light- 
source in the arena (for simplicities sake there’s only 


(Below) 

The robots are all fully animated, 
albeit In a slightly stylised way. U AH 
the robot’s motions are slightly 
exaggerated for effect, ” explains 
Michael. u if a robot falls off a 
platform, when It hits the ground It’s 
body will compress then expand, like 
a cartoon character’s does. ” 
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(Above) 

Some of the camera angles make the robots look very threatening. I wouldn’t 
like to meet this guy down a dark street, would you? 


(Below) 

Like a top flight sim, Cyber Fight boasts a whole slew of out-of-droid views, 
including views from the stands, views from a chase camera and even a top- 
down view “which makes the game look a bit like Gauntlet” according to 
Michael. 



(Above) 

The arm-mounted clamp in all its glory. This can be used to‘toss enemy droids 
to their doom in the molten metal pits. 


(Below) 

Everything in the Cyber Fight world has its own mass and dynamics accurately 
modelled. Thus, when you blow the arm off a droid (as here) you’ll see smoke 
realistically billowing from the stump and sparks skittering across the floor. 

"Getting the 3D collisions to work was one of the hardest things about the 
game,” comments Michael. “For example, If a missile hits a robot In the 
shoulder, you see him get thrown to the side. ” 
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one) and calculates it’s effect on the colour of a given 
polygon at its various edges. The routine then grad¬ 
uates the shading of the colour across the polygon 
accordingly. “There are better shading routines,” 
comments Michael, “but they take much longer to 
process.” As it is, Gouraud-shaded polygons takes 
approximately 25% longer to draw than ‘normal’ 
polygons. 

To maintain an acceptable running time, only the 
two robots have Gouraud shading applied to them. 
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The, If you will, ‘shop’ screen In Its 
provisional form. The player can use cash 
won In the arena to buy new weapons and 
power ups, such as auto-aimlng sights for the 
missile casters and elevation guides for the 


the basic ‘bot bashing gameplay will stay, many of 
the plot specifics and the smaller game design details 


are still in a state of flux. Although there are ten 
basic robot ‘chassis’ in the game, Michael is still 
debating whether or not to let the player buy a new 
chassis, or force him stick with one and upgrade 
parts of it throughout the game. Also, Michael is 
unsure whether to allow players to store reserve 


weapons in the re-arming station. 


However, with Cyber Fight's release date not like¬ 
ly before late Spring there’s plenty of time for Michael 
to sort things like that out. It’s certainly shaping up 
as a contender for one of 92’s best games and I, for 
one, can’t wait to play it (me neither - JD). See you 


in the arena. 


• David Upchurch 
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n a 20MHz 286-based PC, with shading and full 
:etail turned on, Michael estimates a typical update 
f around eight frames per second, increasing to 
a round fourteen with no shading and minimum 
detail. 

Continues Michael: “I’ll definitely be using Gouraud 
lading again in future games. I also want to use 
lore texture mapping. In Cyber Fight it’s restrict- 


Current camera view. 


ed to putting images the arena’s video wall. Texture 
mapping makes polygons much more interesting 
to look at. You could do things like add oil stains or 
battle scoring to a robot. The trouble is it takes even 
longer to process than the Gouraud shading because 
the routine has to remap every pixel of the texture 
map onto the polygon. For technical reasons the tex¬ 
ture mapping will only work in MCGA.” 

Which are? Come on, ACE readers aren’t fright¬ 
ened of a bit of techy information! “Well, in MCGA 
each pixel is represented by one full byte, but in VGA 
they are represented by four bits, so you have to do 
a lot of byte masking which takes up even more 
time.” Ah, I see... I think. 

Given Cyber Fight’s technical sophistication, what 
about versions for other computers? “There are plans 
to convert it onto the Amiga, but nothing’s been 
started yet. I doubt the Amiga version will have 
the Gouraud shading - the processor just hasn’t got 
the speed to handle it. There might be one object 
shaded -1 don’t know yet. The objects will have to 
simplified too - there are about two-hundred poly¬ 
gons used per robot on the PC game.” 

Michael is very aware that some people found his 
previous game Powerdrome a little too tricky and frus¬ 
trating to control: “Trouble is, when you’re devel¬ 
oping a 3D game it’s hard to judge how difficult it 
is to play because you’re always playing it yourself 
and you get used to the controls. With Cyber Fight 
we’re giving it to people who’ve never played it before 
to get their feedback. Also, there will be several help 
options to make it easier to get into, like gyroscopes 
to keep the robot stable.” 

Although the 3D engine is completely finished and 




































It’s clear from this evidence... 



...that we should be 
playing Sid Meier’s Covert Action. ” 

Use your skills in deduction to foil terrorists, spies and 

criminals around the world. 
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SIMULATION • SOFTWARE 


Covert Action, for your IBM PC compatibles, Commodore Amiga and Atari ST 
from the creators of Railroad Tycoon and Civilization. Micro Prose Ltd. Unit I, 
Hampton Road Industrial Estate, Tetbury, Glos. GL8 8DA. Tel: 0666 504 326 
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A nyone who has been following the BBC's 
top-notch copumentary DEA will be aware 
that winning the war against the drug traf¬ 
fickers is a far more complicated business than sim¬ 
ply hustling kids on the streets with runny noses 
and bleary eyes. Even the regular hauls of millions 
of dollars worth of cocaine and cannabis seem to 
be viewed as a mere irritant by the dealers 
running what is now a meticulously organised 
global business. 

It is a gloomy fact that given the limited resources 
available to the law enforcement agencies, they will 
never be able to shut down the nar¬ 
cotics trade. At best they can simply 
reduce the volume of drugs in cir¬ 
culation. 

Clearly a new approach is needed. For 
• ears, not entirely stupid people have 
pointed out that were drugs legalised, 
die illegal trade would collapse and the 
drug dealers would no longer need to 
machine gun schoolchildren in order 
to claim their trading sites. Whatever, 
it is indisputable that since trying to 
mprison a number of criminals equiv¬ 
alent to the population of a small coun¬ 
try is rather tricky, attacking the 
raffickers' purse strings is a more effec- 
*ive way of beginning to win the war. 

Given that it's unlikely that a sudden 
'•ving in Congress' policy will see the 
-rugs they've fought so hard to keep 
>ut of the country legalised, different 
-ttacks on the crooks' financial securi¬ 
ty must be planned. 

Microprose's new title, ATAC 
Advanced Tactical Air Command), 
i.ves place in a thoroughly imaginable 
• iture. The drug problem in the US 
.as multiplied and the resident law- 
.rorcement agencies are losing more 
attles with the traffickers than they 
:'e winning. By attacking the actual 
- roduction sites of the drugs, more 
: a mage to the trade would be done 
man by just seizure of narcotics in tran¬ 
sit 

A covert force it set up in Columbia 
-rag-production capital of the world) 

^:.d briefed with the mission to dis- 
' .pt and destroy enough of the coun- 
-r.es drug-production industry to help the resident 
. S forces clean up their backlog and - hopefully - 
completely bankrupt the drug cartels. 


A year and a half ago, the powers that be at Microprose decid¬ 
ed they wanted a flight game that wasn't just another 'F' 
number, and Argonaut were given the job of producing it. 
And now they're ready to show the results. ACE visits sunny 
Tetbury to investigate. 



Up, up and away! 
Freshly fuelled and full 
of youthful 

enthusiasm, your drug- 
busting agents take to 
the skies in the First of 
many sorties. It's up 
to you to decide what 
sort of activities your 
pilots will be getting 
up to, whether they be 
photographic or 
destructive in nature. 



Swooping low over a tug-boat carrying 
illicit drugs In It's cargo. Care must 
be taken to destroy ONLY the tanks 
with the drugs in. 


A sizable departure from most Microprose games 
of late, ATAC combines both strategy and 3D flight 
elements. The player takes the role of the supreme 
commander of the ATAC, controlling all operations 
from a secret underground base in Columbia itself. 

He has at his disposal four F-22 jets and two heli¬ 
copters. From within his base he can amass reports 
from reconnaissance flights and his spies positioned 
across the country, gradually building a picture of 
the way the drugs cartels work. 

To begin with the player has extremely limited 
information at his disposal. From the map he knows 
where farms and factories, roads and railways lie. 

But he doesn’t know if the farms a producing drugs 
or crops, and he doesn’t know what goods are being 
transported in the trucks. 

Since neither the growth or harvesting of the 
cannabis plant is illegal in Columbia it is perfectly ►26 
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25 ► plausible for honest farmers to be growing the drugs 
amongst their other crops. And as the operation is 
only underway thanks to the ambivalence 
of the Columbian government, it is vital 
that the player neither destroys innocent 
crops or kills civilians. Instead, the drugs 
themselves must be removed. 

What distinguishes the game from most 
is that the player is free to decide how 
much of his game will comprise strategy 
and planning and how much will com¬ 
prise actually flying the aircraft at his dis¬ 
posal. In theory, at least, the player controls 
the action from his base. At the beginning 
of each day once the intelligence infor¬ 
mation has been gathered, it’s time to 
examine the map and lay down instruc¬ 
tions for the Command's aircraft. 

Unusually for a Microprose flight game 
there are no set missions. It’s entirely up 
to the player to decide how he wants to 
wage war on the stinking drug barons. 

Only logical, after all, since the player is 
supposed to be running the entire operation and 
is responsible for its strategy. 

If the player's intelligence reveals that a convoy of 
trucks is leaving from a farm and heading for a fac¬ 
tory and the factory is a known drug refinery, it's 
likely that there will be some drugs amongst the 
cargo. Another reconnaissance mission is necessary 
to determine which vehicles are carrying the drugs 
before a strike mission can take place. 

Use of the ‘smart' way-point system means that 
the player can set a course and detailed instruction^ 
for each of his aircraft in turn, having previ¬ 
ously armed them with an appropriate balance 
of hardware. 

Once this side of the mission is taken care of, the 
action can begin. Players unhappy dirtying their 
hands with the mechanics of actual flight can sit 

26 imu 


Argonaut's brief from Microprose was to produce a flight game that was "not 
Just another F-number" Flight fans need not worry, though. No degree of 
accuracy has been spared, and up to six aircraft can be alrborn at once 


THE TEAM 


In total, ten members of the Argonaut team are respon¬ 
sible for ATAC in its various incarnations. Let the 
record show that the following 'geezers' deserve 
recognition for their respective efforts. 

Sam Littlewood - PC Gameplay 

Mike Beaton - PC Flight Dynamics 

Alastair McNally - PC Artwork 

Tom Ashton - PC Artwork 

Mike Day - PC 3D Graphics 

Danny Emmett - PC 3D Shapes 

Adam Polanski - Amiga General Code 

Jonathan Wolf - Amiga General Code 

Peter Leaback - 3D Code 

Richard Clucas - Overall Project Management 


This bit Is, erm, not quite 
finished yet. It's the bit 
where the player actually 
lays down his orders for 
what his aircraft actually 
do on their mission. It'll 
probably end up being Icon 
controlled. 


They might be a bit fat, 
but they sure can use 
binoculars. These are your 
spies. 



Your' Intelligence reports from 
agents on the ground yield vital 
information and should be carefully 
heeded. You don't want to go blowing 
up a truck load of cuddly toys 
heading for an orphanage, do you? 




Destroying a central carriage or a train will hault the progress of the cars which 
are not connected to the engine. 



back and watch the mission as it is carried out by 
a set of automated pilots. Each pilot is set to have 
the same elite skills and will perform his mission 
as briefed to the best of his ability. 

At any stage during the mission, however, the 
player can leap into and take control of any active 
aircraft, providing that it isn't below 1,000 feet. In 
particular, if a single train carriage needs to be 
destroyed and there is a risk of harm coming to 
innocent bystanders or crops, it's advisable to take 
control, lest the computer controlled pilot have an 
uncharacteristic bombing frenzy. Once the 32 ► 












































ALL THAT IS EVIL IS AL 


iere spawned 


Magical tales of intrigue and myi 
thousands of years ago, as the jj 
believed that mythological Gods 

c l rv *P lxt ^ 

5 4 world. They w 


j2W iron law and powerful sorcery. 

Something has nowgone wrong ... 
Someone must stop the spreaM of evil 

YOU ARE THE CHOSEN ONE... 
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Available on: 

Commodore 

C64 Cartridge. £19.99 

Commodore Amiga and 
Atari ST. £25.99 


SYSTEM-3 


stem Three Software Ltd 
i» Peterborough Road 
Harrow Middlesex HA 1 2BQ 
Irl (081)8648212 Fax:(081)864 4851 


* * 


With a truly epic introduction sequence, this 
superb game will pull you through a new 
dimension of computer fantasy. 

’’ft' ' I 




# # # 


Brilliant character animations have you jumping 
and slaying your way through a true award 
winning classic. Having scooped all the major 
awards on the smaller home computers, Myth 
looks set to emulate that success on the Amiga 
and Atari ST. 




















































The player can leap in and out of any 
active aircraft at any time, so long 
as they're not landing (like this one) 


All at Microprose are confident that 
ATAC Is going to be a very big hit. 
It’s the blend of different styles 
which they feel will bring in the 


games players who don't 
necessarily go for their products, 
while still keeping enough polygons 
around to entertain their regular 






26 ► player has had his fill of controlling an aircraft, he 
can jump back to base and the plane will resume 
its mission under automatic control. 

Again, care must be taken while planning the mis¬ 
sions. Blowing up railroads and roads will certain¬ 
ly hamper the drugs’ progress across the country, 
but it also makes it impossible for food and other 
vital supplies to move around. 

ATAC is shaping up to be an extremely impres¬ 
sive game. On a number of counts aspects have been 
included which most flight/strategy games have 
been crying out for. While reading through intelli¬ 
gence reports, the player can click on a particular 
piece of information and then be automatically greet¬ 
ed by the appropriate map section. By positioning 
way points on mobile objects, it’s possible to track 
them automatically with spy planes and so on. And 
downed pilots from your team can even be rescued 

28 


if you feel that the effort and spend necessary is jus¬ 
tified. 

And quite aside from it being one of the more excit¬ 
ing strategy premises to have emerged recently, it’s 
a cracking combat flight simulator too. Intelligence 
reports suggest it’ll be available for review next month. 

• Jim Douglas 
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Moonstone - a remarkable combination of fast, aggressive combat action and 
-ubtle role-play set in a fantasy world, that uniquely challenges your brain and 
• our reflexes - while covering you in gore. 

Oh, by the way, if the sight of so much blood upsets you, don't worry. The 
blood is an option! 


Moonstone features nearly 1,000 frames of incredible animation in 2 
Megabytes of monsters and creatures, over 60 beautifully painted backdrops 
:nd detailed scenery. Sound effects are high quality digital samples and 
Kludes a full musical score and stunning full screen animated introductory 
nd game complete sequences. 



Moonstone contains scenes of strong graphic imagery with particular 
realism. Although these scenes are optional, this product is voluntarily 
rated 12. Parental Guidance is recommended for younger players, 
however this is not a legal requirement. 


©1991 Mindscape International Limited. All rights reserved. Moonstone is a 
trademark of Mindscape International Limited. Written by Rob Anderson. 




MINDSCAPE 


. our local dealer, contact: Mindscape International Ltd, The Coach House, Hooklands Estate, Scaynes Hill, West Sussex RH1 7 7NG. Tel: 0444 831 761 
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Wolf Child - An arcade adventure featuring super 
smooth 360° multi parallax scrolling. Played through 
five levels and featuring over three hundred screens, 
you must reactivate the secret research programme 
PROJECT WOLFCHILD to annihilate the evil forces of 
M| the CHIMERA organisation. 


AVAILABLE ON 
COMMODORE AMIGA, 
ATARI ST AND IBM PC 
COMPATIBLES 


SCREEN SHOTS TAKEN 
FROM AMIGA VERSION 


Tradewinds House 69/71A Ashbourne Road Derby DE3 3FS Telephone: (0332) 297797 Facsimile: (0332) 381511 

























Deep in the heart of dreary Watford, a hand-picked team of 
game design gurus are planning to inject some "oomph" back 
into the shoot-'em-up genre. And judging by what's on screen 
so far, they might just do it, too. ACE went down to find out 
why everyone is talking about Jason Perkins' chopper... 


W hat would Alf Garnett say if he played 
computer games? Well, apart from his 
usual sideswipes at everything under 
e sun, he’d probably have a good old rant about 
w games these days are far too bleedin’ poncy and 
•ree-nosed. Bleedin’ ‘ell. And do you know what? 
* d be absolutely right. Though the ultra-sophis- 
^*ed simulations and strategy products turned out 
the likes of Microprose and Electronic Arts are 
T worthwhile and commendable games, it’s arguable 
at these more IQ-intensive affairs are becoming 
« ; * too commonplace, and that the art of the good 
oil arcade game is fast becoming lost as a result. 

And that’s a real shame, because we owe those 
£ ies a heck of a lot - where would we be today 
w • lout Space Invaders, or Defender? Be honest, 
* was the last time you played a really rollick- 
s : .oot-’em-up? Hmmm, been a while, hasn’t it? 
' - • what is the world coming to? Have we forgot¬ 
ten our roots? 

There’s one bloke, at least, who’s not about to let 
• 'get how much fun a good old session of trig¬ 


ger-thumping can still be. Veteran programmer 
Jason Perkins is on a one-man mission to ensure 
that the classic shoot-’em-up is put firmly back on 
the pedestal where it belongs. He, along with his 
cohorts at recently-formed development team 
Strangeways, is currently beavering away on a tasty 
little number by the name of Apocalypse, and the 
concept behind it is simple. No frills. No bullshit. 
Just rock-hard killing and death with property dam¬ 
age to the power of ten and the player caught in the 
middle of it all. 

Perkins is no lilly-livered new boy when it comes 
to producing arcade games - over the years he’s been 
responsible for some of the finest, including the 8- 
bit classics Thing on a Spring and Monty on the 
Run. And his reasons for writing Apocalypse now 
are*as down-to-earth as the game itself. “It basical¬ 
ly all comes from playing Choplifter,” he explains. 
“The thing about the game is that it’s got really sim¬ 
ple graphics and bog-standard presentation, but it’s 
just really playable. What we’ve tried to do with 
Apocalypse is capture the essence of that playabili¬ 



The player must bring his collected refugees back here to the safe US camp 
before they can disembark and be counted as safe. If any rebels are wounded 
on the ground, the chopper can collect a stretcher team from the nearby red 
cross tent and fly them out to pick them up. 


ty, but bring it into the 90s.” 

Actually, you don’t need Jason to tell you that his 
game is based on Choplifter - anybody who’s seen 
Dan Gorlin’s ancient shoot-’em-up classic will instant¬ 
ly recognise the similarities. The basic idea is much 
the same - take to the controls of a state-of-the-art 
helicopter gunship and fly deep into enemy terri¬ 
tory to airlift frantic refugees to safety. But while 
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In classic R-Type tradition, 
Apocalypse's third level consists of 
this gigantic enemy battleship which 
takes up about five whole screens. 
"We're going to have guys running 
up and down the gantries, cannons 
that fire at you and gunships that 
launch from the helipad at the 
back," Jason enthuses. 


32 ► Choplifter offered little more than just that basic 
premise, Perkins is promising much bigger things 
of Apocalypse. 

“Basically, we wanted to improve upon the origi¬ 
nal Choplifter in just about every way,” he reveals. 
“The thing about the game was that there wasn’t 
really much to do. The landscape was completely 
flat, you had a few buildings to crash into and some 
tanks shooting up at you. Occasionally you’d get a 
jet plane, which would just zoom on screen and 
crash into you, and that was that, really. For 
Apocalypse, though, we’ve tried to make every¬ 
thing as realistic as possible, with a wide variety of 
opponents, different levels, lots of objectives and the 
sort of presentation that people expect from a classy 
16-bit product these days.” 

Apocalypse’s scenario tells of a hitherto obscure 
island somewhere in the Indian Ocean, where the 
people live under the iron boot of a fascist 
dictatorship. When huge deposits of 
Uranium are discovered deep underground, 
the moustache-twiddling El Presidente sets 
about mining it for the purposes of build¬ 
ing his own nuclear bomb. The population 
is, however, less than happy about this, and 
stage a peasant’s uprising. 

Before you know it, there’s a civil war rag¬ 
ing between government forces and the 
new rebel army. Enter Uncle Sam, who’s 
not overly chuffed about this aggravation 
(or the prospect of the volatile nation acquir¬ 
ing a nuclear weapon) and sends in its 
own troops and advisers to assist the rebels. But it 
all goes horribly wrong and the US force is quickly 
overrun by the fascist army. Now you’ve been called 
in, as the top crack elite helicopter pilot in the army, 
to fly in and rescue as many of the beleaguered 
rebel/US forces as possible, before the junta wipes 
them out completely. 

Played over five levels, Apocalypse has the player 
flying his chopper over a series of wartorn battle 
zones. As the bullets fly on the ground, you’ve got 
to land in the middle of it all, pick up as many of the 
fleeing rebels as possible, and get them back to the 
US camp located nearby. Obviously the fascist forces 
are out to stop any rescue attempts, so the player 
finds himself up against attacks from shoulder- 
launched Stinger missiles, machine-gunning jeeps, 
enemy helicopters, tanks and even the ground troops 
themselves. 

As machine-gun fire and missile warheads streak 
through the air at you, it becomes increasingly dif¬ 
ficult to land and get the rebels to safety. And if they 
can’t get to you, the enemy will be quite happy to 
take out your precious hostages. Helicopter gun- 
ships kill them by strafing the ground, while the 
gun-toting soldiers simply pick them off as they try 
to scramble aboard the chopper. 

Of course, the player isn’t entirely helpless, and 
can retaliate by means of a vicious cockpit-mount¬ 
ed cannon as well as with droppable mines and an 
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OPPORTUNITY DOKKS 

Apocalypse's distinctive graphics are the work of veteran artist Paul 'Dokk' Docherty, who first 
cut his teeth on the Commodore 64 several years back and has since been providing quality 
visuals for games like Last Ninja III, Myth and this month's First Samurai. It's been primarily his 
job to give Apocalypse its militaristic khaki feel - no easy task. "We got some books out about 
American military hardware and had a look through those," Dokk explains. "Probably the most 
useful thing we got was the design for the main helicopter. We found a picture of a new heli¬ 
copter prototype called the LH-1 and copied that." As a result. Apocalypse players will get to fly 
the LH-1 even before the real thing goes into production. Cor... 


« 4 -* 












Dokk's sprite development screen shows all the little geezers encountered In 
the game. As well as the rebels, enemy soldiers and mlsslle-flrers, included here 
are the animation frames for when the rebels bundle Into the rescue bay of the 
helicopter. "The toughest part," says Dokk, "has been getting the men to 
animate realistically, because they're so little." 

(Left) The action hots up on level one - The Valley. Better get down there and 
pick those rebels up before that enemy chopper turns around and toasts 'em... 


awesome napalm flamethrower. You might imag¬ 
ine that with all this going on, things could get 
pretty hectic - and you’d be right. With all its explo¬ 
sions, crashing, clanging, banging and shooting, 
there’s enough action in Apocalypse to keep Stormin’ 
Norman in bed with an ice pack on his head for a 
week. 

Since the inception of the project in September 
last year, Perkins has been adamant that Apocalypse’s 
more sophisticated approach and plethora of new 


























Before each level, a military-style briefing informs the player of his objective. A 
target reticle swoops In to pinpoint the location on the Island where the action 


will take place, and an Inset picture gives a small clue as to how things might 
be made easier. "On each level there's one objective that, If completed, makes 
life a lot easier for the player," Perkins explains. "On the first level, for example, 
there's this massive howitzer cannon that's constantly shelling your men. If you 


anyone at all. 


In its present state, only the first level of Apocalypse 
is anything like playable - it’s almost complete, in 


fact. Jason is currently tossing design ideas for the 
later levels with the rest of the Apocalypse team. The 


plan is to add more bits and pieces, gradually as the 
player progresses from stage to stage. “We've got a 


level called Beach City, which is a Beirut sort of thing, 


really,” Jason explains. “There’ll tanks trundling 


down the roads, and what we hope to do is have peo¬ 


ple hanging out of windows and stuff. You’ll be able 


to land on the roofs of the buildings and pick up 


people from there. 


As well as the level designs, Jason is umming and 


aaahing about what other opponents to put in. “We 


want to have more aerial baddies, so we’re going to 


The scene in Apocalypse 
is set by an atmospheric 
opening sequence 
produced by Dokk, 
where one of the rebels - 
and as it happens, the 
best buddy of the player 
- is captured by 
government forces, 
tortured and then 
executed. Having 
already received a 
thorough beating (he's 
got a black-eye, missing 
teeth and a blood¬ 
stained vest) the 
unfortunate chap is 
bound to a chair In a 
dimly-lit cellar and has 
his leg broken by a burly 
guard. As he screams In 
agony a mysterious 
figure takes a Polaroid 
snapshot of him. Then a 
gun is held to his head 
and... well, the rest Is 
left to the imagination. 
The last thing we see Is 
a blood-spattered 
photograph of the 
tortured man. 

From there the screen Is 
filled with a blinding 
light and from it, like an 
avenging angle, steps 
the figure of the 
seething helicopter 
pilot, anxious for 
revenge. The huge bay 
doors to the aircraft 
hangar slide open and 
sunlight sweeps inside, 
revealing the awesome 
shape of the LH-1 
gunship. The rest, as 
they say, is up to you... 

Incidentally, 

Strangeways are 
planning an even more 
graphic and elaborate 
"outro" sequence for 
when the player wins 
the game, in which the 
pilot finally gets his 
revenge on the commie 
scum who waxed his 
buddy. 


Get that volume cranked up, as Apocalypse players are promised an ■ Jj3 

aural explosion. Binary maestro Richard Joseph, who has scored countless 
games in the past (his most recent work was Mega lo Mania) is handling the music and 
FX, which Perkins promises will go along with the game's military feel. "We're going for 
lots of Full Metal Jacket-style drumbeats and trumpeting to get the adrenalin going," he 
explains. Meetings are currently being held to see how many sampled effects Richard 
will be able to squeeze in, but in the meantime the Strangeways lads have put together 
some effects of their own - the most impressive of which are the thwacking of the 
helicopter's rotor blades (sampled from The Killing Fields) and an outrageously camp 
"Ouch" sound, provided by Strangeways' roly-poly co-founder Gary Liddon, for when the 
bad guys get wasted. It'll be in the final game, Jason assures us... 


features shouldn’t detract from the basic gameplay 
‘crux’ - that of fast and frenetic blasting mayhem. 
“We toyed with the idea of being able to crash the 
helicopter into buildings and things, and having the 
player avoiding them, but it just didn’t work. The 
player doesn’t want to have to worry 
about too many things - he just wants 
to get down to it and get it sorted.” It’s 
experimentation like this that has 
allowed Jason to sort the wheat ideas 
from the chaff, and as a result come 
up with a game that - hopefully - adds 
greatly to the original Choplifter expe¬ 
rience without losing the classic feel 
and appeal. And from what’s up and 
running so far, he’s been very successful. 

Probably the most crucial aspect in 
Apocalypse, and one that has recently 
led to it attracting a lot of attention from 
all quarters, is its rather impressive 
sense of hard-nosed realism. Perkins 


admits that he gets right browned off when he sees 
games that cop out with stupid little blobs for bul¬ 
lets and half-arsed explosions. So he’s gone to lengths 
to ensure an authentic feel for Apocalypse. 

Bullets travel at realistic speeds - i.e. hitting their 
targets immediately as they are fired - people real¬ 
ly get shot and blown up, damaged helicopters fall 
burning from the sky and crash into the ground... 
there’s no end to the little touches that give the game 
a unique hard edge. It should come as a refreshing 
change to desensitised shoot-’em-up fans who have 
been playing the arcade equivalent of bromide for 
quite a while now. 

Some people, however, may think that Apocalypse, 
with its disturbing opening sequence and multitude 
of violent in-game effects takes the point of aggres¬ 
sive authenticity a bit too far. And though Perkins 
dismisses the argument, care must be taken if the 
game is to take off in places like Germany, where 
the over-cautious policy on computer violence has 
led to titles like Silent Service and Barbarian being 
withdrawn in the past. That’s why Apocalypse is 
b^ing officially marketed as a ‘rescue game’, with 
the emphasis placed on the safe extraction of the 
hostages rather than the massive property damage 
and OTT body count it entails. “You don’t win 
Apocalypse by blowing everything up - you win by 
getting the rebels out to safety,” says Perkins. “So 
theoretically you can win the game without killing 


























FOUR GREAT GAMES!! 
ONE BIG VALUE PACK!! 


AVAILABLE FOR: COMMODORE AMIGA, ATARI 
ST, IBM PC & COMPATIBLES*, COMMODORE 64, 
AMSTRAD CPC AND SPECTRUM. 


* IBM PC VERSION INCLUDES THE FOLLOWING GREAT GAMES: KICK OFF 2, 
MICROPROSE SOCCER, WORLD CHAMPIONSHIP SOCCER.™ 



® 1991 Sega Enterprises Ltd. 

All Rights Re^rved. 

“World Championship Soccer” and 
"Sega®" are trademarks of Sega 
Enterprises Ltd., )apan. 

This game has been manufactured 
under licence from Sega Enterprises 
Ltd., japan.) 


EMPIRE SOFTWARE, 4-6 THE STANNETTS, LAINDON NORTH TRADE 
CENTRE, BASILDON, ESSEX SS15 6D) TEL: 0268 541212 FAX: 0268 541125 




WHAT’S IN A NAME? 


Quite a lot, actually. Apocalypse was originally to be called Rebel, 
with Perkins developing the game under that name right from 
the start - but things changed when Mirrorsoft stepped in to sign 
it. "I don't think anybody was really that pleased with Rebel as a 
name/' says Jason. "When we had one of our first meetings with 
Mirrorsoft, John Norledge, who's the head of development there, 
suggested Apocalypse - he's a really big Apocalypse Now fan, you 
see." Since Coppola's classic war odyssey was in fact another 
source of inspiration for the game, the name stuck and that was 
that. "I think the name's going to go down really well," says 
Jason. "It seems to be a very popular word at the moment. Public 
Enemy's just released its Apocalypse 91 album, and there was an 
episode of Bottom called Apocalypse, so it's really quite cool." 



26 ^want to have more aerial baddies, so we're 
going to be doing another type of helicopter, a big 
gunship that fires missiles at you. Planes don’t work 
because they’re too fast, but someone suggested a 
jetpack guy, and we might do that.” 

Because Apocalypse is such a simple game, it’s 
easy to assume that the programming job has been 
just as easy. Not so, as Jason doesn’t mind telling 
you. Unlike Choplifter, Apocalypse scrolls in eight 
directions with silhouetted background and fore¬ 
ground layers providing extra depth to the scenery. 
Putting everything together on Strangeways’ cus¬ 
tom-built editors has not been easy. “The biggest 
problem has been getting everything to run quick¬ 
ly when there are so many sprites on screen,” says 
Jason. “But I think we’ve done alright.” 

Apocalypse gets cleared for take-off on the Image 
Works label next Spring on Amiga and ST. And 
judging by how the game’s looking so far, Jason’s 
desire to bring the shoot-’em-up back in style in the 
most outrageously excellent manner imaginable 
may not be so far-fetched after all. Hang on to your 
helmets... 

• Gary Whitta 


(Above) Level Two Is set In the 
island's prison camp, where many of 
the rebel forces have been 
incarcerated. While avoiding the 
constant assaults from enemy 
machine-gun nests, the player must 
blow open the huts where the rebels 
are kept, then pick them up as they 
scramble out onto the landscape. 

(Top) One of Dokk's working graphic 
screens illustrates how the prison 
camp level - along with all the others 
are built up of small building blocks. 
The graphics are designed on Dpaint 
in manageable pieces, then Joined 
together Into one big scrolling game 
area using Jason's custom-made 
editor program. 
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THE BEST RPG/flDVENTUHE GAME OF THE YEAR " 


JUST GOT BETTER!! 


X1 300 years ago, the Ancients ruled 
:: axy, and then destroyed 
; ves in a suicidal war, leaving 
. ~ed cities and devastated 
ets Even today, the ruins of the 
"s are puzzling; mysterious and 
dazzling artifacts are 
still unearthed at 
various ancient 
sites 

throughout 
the 

. , Spinward 

//Hi \ Marches - 

H Nowoneofthe 
ancient sites has 

mts - ■ 0 jsly sprung to life, running 
*n> and threatening to destroy an 
ttttr world. Millions will perish if the 
nte isn't stopped. Ancient sites 
across a dozen worlds, hold 
CM and even ancient artifacts that 
*«?. ejtralise the destructive site. 

t 'nately, you'll . 

•sc to find the 
•o^cary Ancient 
■■.no has been 
fly dead for 
If JlOyears! 

O'. .ou can discover 
* “1 t :end of the Ancient one 
•*u? as you play Traveller like you've 
wt : ayed it before in Megatraveller 
•for the Ancients. 


Now, the best RPG/Adventure game 
of the year just got better!! 

The game begins as you and your 
party set out to stop the slime 
producing Ancient sites on Rhylanor. 

There are 127 detailed worlds to 
explore with hundreds of cities and 
millions of sguare miles. 

You can travel from planet to planet 
aboard commercial starships, or one of 
your characters may own his own ship. 

Explore hundreds of locations including * Amiga computing 


SCREEN SHOTS TAKEN FROM IBM PC VERSION 


cities, data 
terminals, starships 
with deck plans, 
gambling casinos, 
stores and 
shops,taverns, 
trade and 
commerce 
outlets, vehicle 
rental locations, 
character 

recruitment centres, 


~y r='s. Traveller was the 
Mixced champion of science fiction 
ts 3 c •A game of unprecedented 
najr :e there was no aspect of 
xx? -: adventure that Traveller 
>r • • • -: e, and handle exguisitely. 
V: ■; came Megatraveller, a 
‘a resign of the original 
ImAp "at stands as one of the most 
•Mrtac earning 
C Mcrc n tsofthe last 


resigned, 
lerwas 
1 e pinnacle of 
on role- 


Mb^t^iun2 


iXeOt 
1WQSC 3S H 




crashed and 

abandoned ships and Ancient sites. 

At each of the Ancient sites, you can 
discover artifacts and relics that can 
help the crisis situation on Rhylanor. By 
helping the situation, you will receive 
very significant rewards, which will help 
you to buy passage, or even acquire your 
own ship so that you can continue your 
quest. 

Throughout your adventure, you will 
be pursued by agents of the 
secret organisation. ^ 

As well as a main plot, 
there are dozens of sub¬ 
plots on the various 
worlds, and even aboard 
starships, to keep you and 
your party busy. 

You will be confronted with 
interesting adventures filled with 
mystery, danger and intrigue. 

Megatraveller 2: 
Quest for the Ancients 
is a unique and 
innovative role-playing 
adventure that goes 
leaps and bounds 
beyond Megatravellerl. 


The game features the most advanced 
and comprehensive character generation 
system ever developed as well as the 
most intuitive combat system for 
ground and space conflicts. 

The overhead perspective is 
equally unique, showing 
your entire party from a 
perspective that realistically 
represents a large, modern 
city. 

Megatraveller 2 features a much 
more graphic-intensive 

than Megatraveller 
. An enhanced trade and 
commerce system is 
implemented in Megatraveller 2. 
The new economic system is much 
more realistic and benefits from the 
substantial increase in worlds. 

Megatraveller 2 uses 
the PAL system: you are 
the leader of the party, 
and the others act as 
your friends. You can 
give orders, but acting 
intelligently based on 
the skills and the 
characteristics they 
possess, they may not 
follow your instructions 
if they believe that 


ANCIENT 

different actions on their parts will 
ultimately help you in a more 
effective way. 

There are hundreds of NPC's to 
meet, converse and trade with 
during your adventure. 

Overall, Megatraveller 2; 
Quest for the Ancients is 
an all new game with 
exciting advanced features. 

The sheer size and scope of the 
game with over 127 different worlds 
to explore will keep you playing 
time and time again.This together 
with the superb graphics and 
animated sequences and the 
revolutionary PAL role-playing 
system, make for the most exciting 
adventure yet seen on a Home 
Computer. 
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SCREENSHOTS 


THE NO. 1 ARCADE COIN-OP HIT. 



W elcome to the meanest, toughest way of making a living! 

Enter the World of Pitfighting - fighting for money. 

Do you rate your chances in a free for all, no holds barred bare knuckle fight? 
You’ll have to face thugs like The Executioner, Heavy Metal and 
Chain Man Eddie. 

Use every form of fighting - martial arts,kickboxing, stab with knives, 
throw bar stools, beer kegs and anything else you can lay your hands on. 

Remember you’re never safe - even from the crowd - get thrown into 
them and you may never come out alive. 

Incredible graphics, digitised from real fighters, and amazing real 

time sprite scaling, bring you the perfect conversion of ^ 

Atari’s No. 1 Arcade Hit. 

You’ll never tire of this brutally addictive game!! ML 


© 1991 Tengen Inc. All Rights Reserved.™ Atari Games Corporation. 
Programmed by Teque London. 

Artwork and Packaging © Domark Group Ltd, 

Published by Domark Software.. Ltd, Ferry House, 

51-57 Lacy Road, London SW15 1PR 
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A Christmas 

Presented FREE with 


NEGOTIATE with huge MOVIE COMPANIES for that 
big licence! SHMOOZE sleazy JOURNALISTS in order 
to get favourable coverage! ENDURE the random 
attacks of the ADVERTISING MANAGERS! 

FACE everyday traumas thrown up by the 


DAY TO DAY CARDS! 


WARDY (from out of Ocean) - He does the Movies! 
GEOFF (off US Gold) - He does the Coin-ops! 

STEWPOT (out of Gremlin) - He does the Driving Games! 
ANIL (of Anco fame) - He does all the Footy Games! 


for (up to four) aspiring 
industry tycoons! 


CHOOSE YOUR OWN CHARACTER 









































elcome to Software Boss! Far more 
than a harmless bit of fun to enjoy after Christ¬ 
mas lunch, this is actually an accurate simulation 
of what it's really like to run a software firm. But 
don't be put off if that souhds a bit complicated - 
believe us, it's a bloody doddle! 

The aim of the game is to get a Christmas 
Number One, thus ensuring the financial stability 
of your company and a nice holiday and perhaps 
a new car for yourself. But the path to success is 
anything but clear. Every stage of the develop¬ 
ment of your Game has to be handled correctly, 
or you could be looking at some bad reviews and 
a luke-warm public reception. You also have to 
examine the Day to Day cards to see what fate 
has in store. 

So what are you waiting for? Read the rules, 
cut out the pieces, wrestle that bottle of Bailey's 
out of Aunty Mo's hand and get going! 


Rules: 

Each player must choose a Character, either Wardy, Geoff, Stewpot or Anil. All players start on the 
Start square and whoever gets the highest single roll of the die goes first. 

The player spins the Spinner™ and moves the according number of places clockwise around the 
board. The board is split up into three “rings”, each representing a different stage in the development 
and marketing of the Game. Only by landing directly on a Progress square can a player move onto the 
next “ring”. If they overshoot, they have to keep going around the board. Whenever the player lands 
on an Action square, he must follow whatever instructions he finds on the square. Players landing on 
a Day to Day square can spin against the Day to Day table. Here, the player must face the little every 
day joys and woes meated out by our friend Fate. 

A player’s turn ends when he lands on a blank square or when he has finished spinning on the Day 
to Day table. Once on the Christmas Eve square, the player must spin a 1 to move into the Winner’s 
square. He if he fails to get a 1, he must wait until his turn comes round and throw again. 



Here is your Spinner™ and here are your Software Bosses! Cut the Bosses out, fold 
over their ties and stick each on a penny. (Pennies not included) If you don't wish to 
ruin the front of the box, we suggest you buy another copy of the issue, although 
we wouldn't wish to push the point. 


THE DAY TO DAY TABLE 


Spin the Spinner™ twice and add the scores. Examine the table 
below to see what Lady Luck has in store for you over the next 
working day! 


2 

One of your opponents has a power cut and loses all his accounts data! 

Move him back 10 places! 

3 

One of your opponents hasn't paid his advertising bills. Move him back 6 
places! 

4 

One of your opponents has to endure a presentation from an Advertising 
Manager. He loses half a day's work. Move him back 4 spaces! 

5 

Hooray! Trade paper CTW writes a nice story about you. Move forward 4 

spaces. 

6 

Spanish distributors like the sound of your new game. Move forward 2 

spaces. 

7 

Nothing unusual happens today. 

8 

Another quiet day. 

9 

You have to go to a show in Poland. Go back 4 spaces. 

10 

Ugly rumours about your extra-curricular activities on the last Computer 
Arena Conference leak out. Go back 4 spaces. 

11 

Who hasn't booked an ad in ACE lately? The public forgets you exist. Go 
back 8 spaces. 

12 

40,000 copies of your last game get sent back because they won't load. 

Serves you right for choosing a cheap duplicator. You lose a fortune! Go 
back 10 spaces. 


38MM3, 
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Do not be alarmed. CLICK has been sent to this planet to kick computer games 
magazines into the ’90’s. CLICK is a mag on video. Scorching reviews on the 
hottest new 16 bit games. Co/npetitions that’ll blow your techno minds. And, get 
this, £5 off your fave game featured in every issue. If it matters it’s in CLICK, or 
should we say on CLICK. Get it? You should. 


ATYOUR 
NEWSAGENTS NOW. 


THE WORLD’S FIRST COMPUTER GAMES MAGAZINE - ON VIDEO! 






























1 PHILIPS 88331 

Mk II 

14' 

" COLOUR MONITOR 

WITH 

FI 

REi 

mm F-19 STEALTH FIGHTER 
E• FLIGHT SIMULATOR 


The N°1 Computer Games Monitor! 

FOR THE 




CM8833 Mk II 

The CM8833 is the best selling colour 
~x>nitor for the Atari ST and Commodore 
-miga. Ideal for game playing, it offers 
excellent colour graphics and has stereo 
a jdio speakers for enhanced stereo out- 
: jt from the ST-E and Amiga. The per¬ 
formance and reliability of the 8833 is 
exceptional, which is why we are confi- 
:ent to offer 12 months ON-SITE warran¬ 
ty with every 8833 purchased. Plus, 
every CM8833 from Silica comes with a 
-REE F-19 Stealth Fighter flight 
emulator worth £29.99, PLUS a FREE 
Table worth £14.95 to connect your new 
monitor to your computer 


FREE CABLE 


:AB 5050 - AMIGA STEREO 
I A3 5510 - ST-E STEREO SOUND 
:a3 5508 - ST-FM MONO SOUND 
;A3 5490 - PC CGA COMPATIBLES 


receive your FREE cable, worth £14.95, 
: ease quote which computer you own and 
the cable reference code. 


• OFFICIAL UK PRODUCT 

• 1 YEAR ON SITE WARRANTY 

• FREE! F-19 STEALTH FIGHTER 

• FREE CABLE FROM SILICA 

• 14" CGA COLOUR MONITOR 

• RESOLUTION: 600x285 

• HORIZONTAL FREQ: 15.6KHZ 

• ,42mm DOT PITCH 

• STEREO AUDIO SPEAKERS 

• EARPHONE SOCKET 

• TTL-DIGITAL & RGB-ANALOG 
COMPUTER INPUT SIGNAL 

• CVBS VIDEO INPUT SIGNAL 

• DARK GLASS SCREEN 

• GREEN SWITCH TO 
SIMULATE MONO DISPLAY 

• AMIGA, ST, PC COMPATIBLE 



FREE F-19 STEALTH FIGHTER 

— WORTH £29.99! — 

WITH EVERY 8833 MONITOR 

Buy the N°1 Computer Games 
monitor from Silica Systems and get 
the N°1 Flight Simulator FREE! 

With every Philips 8833 Mk II monitor from 
Silica Systems, you will receive an F19 
Stealth Fighter flight simulator game from 
Microprose (worth £29.99) absolutely FREE! 
The game comes with disks and ‘flight’ 
manual, PLUS an entry form for the exclusive 
‘Pilot a Plane with Philips’ competition 
where there are over ONE THOUSAND 
PRIZES to be won! And, when you buy your 
Philips 8833 from Silica for only £259, you 
will save nearly £60 off the RRP of £317.24! 


FLY A REAL 
737 SIMULATOR 


PLUS! 

mmmmmmm 

i 


3 PRIZES: 

ST PILOT A BOEING 737 FLIGHT SIMULATOR 
PLUS, LUNCH AT A FIVE STAR HOTEL WITH TRIPS TO 
AND FROM THE SIMULATOR BASE BY HELICOPTER. 


2 30 PRIZES: 

ND PILOT A BOEING 737 FLIGHT SIMULATOR. 


3 1000 PRIZES: 

RD ELITE 8833 SQUADRON CLOTH BADGES. 


MONITOR 


CABLE 


£259 

■ PRICE INCLUDES VAT + FREE DELIVERY 


_ 


USE 


PHILIPS 

7CM3209 

14" 

E-VGA 

35.5KHZ 

COLOUR 

MONITOR 


x -*gh resolution 14' E-VGA colour monitor giving a sharp, clear display 
ooth text and graphics. It can be used with both IBM PC compatibles 
trc BM PS/2 computers that are fitted with a E-VGA graphics card. 


• Resolution: 1024x768 

• Horizontal Freq: 35.5KHz 

• 28mm Dot Pitch 

• Black Matrix Tube 

• Tilt & Swivel Stand 


£289 


MON 9159 +VAT=£339.58 


'order 

REF 

DESCRIPTION 

RRP 

EXC VAT 

SILICA PRICE 

SAVE 

EXC VAT 

INC VAT 

MON 

7749 

7BM749 14" VGA FST MONO - paper white 

Resolution: up to 920x480, 31.5KHz (Horizontal Scan Frequency) 
Fixed interface cable. 1 year on-site warranty. 

£109.99 

£10 

£99.00 

£116.33 

MON 

9109 

3CM9609 14" VGA COLOUR - 39mm dot pitch 

Resolution: 640x480, 31.5KHz (Horizontal Scan Frequency) 

Fixed interface cable. 1 year on-site warranty. 

£269.98 

£30 

£239.00 

£280.83 

MON 

9209 

3CM9809 14" VGA COLOUR - 29mm dot pitch 
Resolution: 640x480, 31.5KHz (Horizontal Scan Frequency) 

Fixed interface cable. 1 year on-site warranty. 

£299.98 

£40 

£259.00 

£304.33 

MON 

9267 

7CM3209 14" E-VGA COLOUR - 28mm pitch 

Res: up to 1024x768, 31.5/35.2/35.5KHz (Triple H. Scan Frequency) 
Fixed interface cable. 1 year on-site warranty. 

£349.99 

£60 

£289.00 

£339.58 

MON 

9289 

7CM3279 14" E-VGA COLOUR - 28mm, Low Rad 

Res: up to 1024x768, 31.5/35.2/35.5KHZ (Triple H. Scan Frequency) 
Fixed interface cable. 1 year on-site warranty. 

£399.99 

£60 

£339.00 

£398.33 

MON 

9299 

4CM2789 20" AUTOSCAN COLOUR - 30-64KHZ 

Res: up to 1280x1024, 30 to 64KHz (Horizontal Scan Frequencies) 
Fixed interface cable. 1 year on-site warranty. 

£1617.01 

£342 

£1275.74 

£1499.00 



Top of the range 20' Autoscan colour monitor, that can synchronise at any 
frequency between 30KHz and 64KHz. It supports resolutions up to 
I 1280x1024 and is suitable for a wide range of video cards. 

• Resolution: 1280x1024, 1024x768, 800x600, 640x480 

• Horizontal Freq: 30-64KHz ( 

• .31mm Dot Pitch 

• Black Matrix Tube 

• Dynamic Focus Adjustment! _ , , 

• Tilt & Swivel Stand LMON 9299 +VAT=£1499.00J j 


mm 


_ 


• FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service. 

• PRICE MATCH: We normally match competitors on a “Same product - Same price” basis. 

• ESTABLISHED 12 YEARS: Proven track record in professional computer sales. 

• BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available for large orders. 

• SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 

• THE FULL STOCK RANGE: All of your requirements from one supplier. 

• free CATALOGUES: Will be mailed to you with offers and software/peripheral details. 

• PAYMENT: By cash, cheque and all major credit cards. i 

3* e you decide when to buy your new monitor, we suggest you think very carefully about WHERE 
«o. ruy it. Consider what it will be like a few months after you have made your purchase, when you 
. eouire additional peripherals or software, or help and advice. And, will the company you buy from 
id- you with details of new products? At Silica Systems, we ensure that you will have nothing to 
me , aoout. We have been established for over 12 years and, with our unrivalled experience and ex- 
:m e we can now claim to meet our customers requirements with an understanding which is second 
-e But don’t just take our word for it. Complete and return the coupon now for our latest Free 
m* r-'e and begin to experience the “Silica Systems Service”. 


MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-30911111 

Order Lines Open: Mon-Sat 9.00am-6.00pm_No Late Night Opening Fax No: 081-308 0606 


LONDON SHOP: 52 Tottenham Court Road, London, W1P OBA 

Opening Hours: Mon-Sat 9.30am-6.00pm_No Late Night Opening 


Tel: 071-580 4000 

Fax No: 071-323 4737 


LONDON SHOP: Selfridges (1st Floor), Oxford Street, London, W1A 1AB Tel: 071-629 1234 

Opening Hours: Mon-Sat 9.30am-6.00pm _ Late Night: Thursday until 8pm _ Extension: 3914 _ 

SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-302 8811 

Opening Hours: Mon-Sat 9.00am-5.30pm Late NighLj^riday u^ ^x Noj 081-3090017^ 


MAIL ORDER HOTLINE 

081-309 1111 


SILICA 

SYSTEMS 



fTb: Sta S™ms^epUCE-1291-64, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4D^ 

1 1 PLEASE SENDTHILIPS MONITOR INFORMATION 1 1 

| Mr/Mrs/Ms:. Initials:. Surname: . j 

Address: . 

I . I 

.. I 

Company Name (if applicable): . ^ 

| W hich computer(s), if any, do you own?. 64A^J| 

*** E&oP- Ath/ertteed p^Ss*and s^^fications may change - Please return the coupon for the latest information. 


Tel (Home): . Tel (Work): . 
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come 

mas 


Ho! And a hearty wel- 
this very special Christ- 
of Previews. And ooh. 


sn't it exciting? The presents, the stuffing, 
the poncy Woolworths ads... you can just taste 
the Chrimble season in the air. If only people 


traps can be set up for enemy troops to stumble into - there's no limit to the 
range of dirty tricks available. Though Bodycount is still in the early stages of 
development, the word is that a publisher is already on the brink of snapping 
it up, so with a bit of luck we should see something towards mid-to-late 



next year. 


wouldn't keep dragging religion into it... 

Now, to business. And although the 
games on offer this month are a bit late to find 
their way into Santa's sack, no doubt they'll 
be earning pride of place in the Easter Bun¬ 
ny's stocking, or whatever it is he keeps his 
eggs in. There's a juicy crop on show, indud- 
ng a few rather tasty exclusives, complete 
with never-before-seen screenshots and, ooh, 
lots of other great stuff besides. Am I good 
to you or what? 


BODYCOUNT Strangeways 

W ;gh last month's Smash TV boasted some very excellent wholesale 
I ^ruction, fledgling development team Strangeways (the team behind 
k?c* .pse - see page 31) is promising to blow it away in the violence stakes 
wn ± a sty little number by the name of Bodycouut. Like Smash, Bodycount 
* taM d around a futuristic TV game show, where contestants vie to stay alive 
^ fl ng everything else in the vicinity. 

TT < a lot more to it here, however, as the players are given a variety of 
■ib - style missions to complete, all set within a gargantuan multi-way 
ni g games arena known as the Bodydrome. Within the maze-like kill- 
a rr • :estants must seek out objectives while avoiding all manner of enemy 
ptcroi . nd alarm systems that constantly protect the area. 

Tier s an awesome array of weaponry available, including pistols, rifles, 
mzsotz it weapons, grenades, bombs and rocket-launchers. EVERYTHING 
whi r - Bodydrome is fair game: entire buildings can be blown up, booby- 


KGB Virgin Games 




A fter the excellent Floor 13, Virgin Games is delving even further into the 
murky world of political intrigue and corruption with KGB. Based around 
the USSR's infamous secret intelligence agency, it puts the player in the shoes 
of a young agent who must advance himself 
through the ranks of the tortuous organisation. 

It's played like a graphic adventure (point and 
click a la Lucasfilm), with strategy elements built 
in. Character interaction plays an important part 
as the player struts his stuff both around the cor¬ 
ridors of the KGB's building and in the sur¬ 
rounding city. 

And though the KGB isn't exactly famed for 
its above-board techniques, because the game’s 
based on a real agency as opposed to the fictional 
one in Floor 13, it's unlikely there will be any of 
those unsavoury torture sequences. As the screen- 
shots show, that VGA card has been pushed to 
provide some very tasty and ‘clean’ visuals, and 
the whole thing is icon-controlled for ease of use. All would-be komrades 
can get cracking on the PC in the new year, with 16-bit versions following 
later. Da? 


INDIANA JONES AND 


THE FATE OF ATLANTIS us CoU/Lmasfiim 


bough we may have seen the last of the intrepid archaeologist at the cin¬ 
ema, Lucasfilm Games has ensured that his whip-cracking, antiquity-grab¬ 


bing adventures are far from over. The same team that produced last year's 



excellent Last Crusade adapta¬ 
tion have had a tougher job than 
most with this, the fourth chron¬ 
icle of Doctor Indiana Jones' 
adventures - because it’s a total¬ 
ly original product, there's been 
no film material to work from 
and so the whole story has been scripted from scratch. 

The result, however, is every bit as action-packed as any of Indy's big-screen 
escapades, with the man in the hat searching for the fabled sunken continent 
of Atlantis - with a tasty bird in tow and all kinds of cackling bad guys waiting 

M&M 43 
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43 > in the wings, of course. Lucasfilm's ultra-friendly SCUMM™ system has been 
improved yet again, now boasting even more sophisticated character interac¬ 
tion, and the VGA graphics are right smart to say the least. The PC version is 
due out early next year, with ST and Amiga following a few months after. 

POPULOUS Bullfrog 

I t has to be the software success story of the century. From its humble 16-bit 
origins, Bullfrog's classic strategy epic (the sequel to which is reviewed on 
page 62) has gone on to be converted to just about every computer and con¬ 
sole format conceivable - the Super Famicom version alone has sold over 
400,000 copies! Handhelds are the next logical step, and though no official 
deal has yet been signed, it's looking more likely with every passing day. Bullfrog 
are so confident that they've already put a fair amount of thought into what 
such an incarnation would be like - what you're seeing here are their mock-up 
graphical renderings of the proposed GameBoy version. 



Two very different display modes are being mooted at the moment. On the 
right is the traditional 3D perspective, complete with map and icons - which is 
feared may be a little too taxing for the little machine's graphical capabilities. 
As an alternative, Bullfrog have come up with this 2D bird's-eye view on the 
left which, while more functional, is less faithful to the original game. It's still 
undecided what the final game will look like, but hey, who knows, you may 
end up getting a choice of either viewpoint! Needless to say there's vast poten¬ 
tial for two-player link-up games, too. Don’t expect to see anything concrete for 
quite a while, but you can rest assured we’ll keep you posted in the meantime. 


JOHN MADDEN'S FOOTBALL 

Electronic Arts 




B efore EA Hockey came along, John Madden's Football enjoyed a very long 
spell of being the best sports game on the Megadrive. John is apparently 
a bit of a top quarterback back in the States, and had no qualms about lending 
his name to this, because it wiped the floor with every other footy game going 
at the time. Now it's on its way to the Amiga, and 
though it's likely to come up against much stiffer 
competition on this format (mainly in the guise 
of the excellent TV Sports: Football), its sophisti¬ 
cated playcalling combined with super-instinc¬ 
tive control of players on the gridiron and lots 
of other excellent stuff besides means that this 
could well topple Cinemaware's classic. 

The only stumbling block is the conversion pro -* 
cess itself - this is the first time an original 
Megadrive game has been adapted for comput¬ 
er, so it's touch and go to say the least. All the 
lights are green so far, however, and John touch¬ 
es down in the early part of the new year. 


FIRE AND ICE Image Works 




Y es, Mirrorsoft has acquired the official Torvill and Dean licence! Actually, 
that's not quite true, and any similarities between the has-been ice-skater’s 
Christmas TV special and Andrew Braybrook’s up-and-coming platform game 
are purely coincidental. Fire and Ice represents a welcome return to platforms 
for Andrew, who hasn't visited the genre since the C64 classic Gribbly’s Day 
Out in 1984. Once again, cute is the key word with 
the player taking control of a big wide-eyed wolf ' 
who must protect some wolf pups from a band of 
horrible fire demons who threaten to melt the entire 
frozen kingdom. Boo! 

Fortunately Mr Wolf, who was bom in the frozen 
wastelands, can use ice as a weapon against his 
foes and as a tool (chelt!) to help navigate the land¬ 
scape. It's certainly very pretty, though how it stands 
up in today's competitive platform market remains 
to be seen. But with Andrew's outstanding cre¬ 
dentials (Rainbow Islands and Paradroid 90 among 
them), chances are the end product will be some¬ 
thing a bit special. Ironically, you'll have to wait 
until the Spring, by which time any icy weather 
will have long since melted away, to find out. 


SPECIAL FORCES Microprose 

Y et more military fun from MicroProse - although this time the player 
doesn't have the advantage of being encased in two hundred tons of 
armour plate and having heat-seeking missiles available at the touch of a but¬ 
ton. Special Forces is an ‘arcade simulation’ in the style of‘Prose’s aging 
favourite Airborne Ranger, based around the exploits of an elite army infantry 
unit with orders to stamp out bad guys wherever they may be found. 

The player takes command of the four-man team, leading them through 16 
missions set around the world - 
targets include drug barons, ter¬ 
rorist factions and illegal military 
juntas. In each mission, the team 
is dropped in by helicopter, and 
then must struggle through all 
kinds of adverse terrain (includ¬ 
ing arctic and desert conditions), 
avoiding enemy patrols and traps, 
to reach its objective, then return 
safely for the next. 

Unlike the earlier Airborne 
Ranger, which featured only a sin¬ 
gle character, Special Forces has 
more strategic scope, allowing the 
player to split his team into small¬ 
er independent groups and put 
together intricately-planned assaults. 

In true Microprose style, each team 
member progresses as the game 
goes on, accumulating points and 
promotions, and the missions are 
linked, with the team's performance in one relating directly to the next. 
Special Forces is out in the New Year, so start smearing your face with 
animal droppings. 
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/on want to box in the Fourth Dimension? 

winning developers DSI bring a new era of games to your home computer with the 
ies. Here the 4 th Dimension is realism and the action is amazingly real, 
on real human movement, 4 D Sports Boxing is the most accurate sports simulation 
ports Boxing lets you create and save a camp of up to ten of your own boxers. 

You dictate how tall, how heavy and how strong they are. 
train them and build them up into lean, powerful fighting machines 
- then it's time to enter them into their first fight. 


Keyboard, Mouse or joystick £29.99 

Amiga & Atari ST available January l 991 £24.99 


IBM PC Si ( vrnpatibles J .'t'GA. IGA. VGA/MCGA 
or Tandv graphics. Roland or Adlib sound cards 
or choose amazing digital sound with no extra 
hardware required! * 


lor further information on Mindscape product* 
and new releases please call: 0898234214 


contact: 

ional Ltd, The Coach House 
c avnes Hill, 

'NG. Tel. 044 486 7b 1 
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ARCADE BLAST 


SW1W (Storm) 

.ow-up to Silkworm succeeds 
^gh a combination of frenetic 
i polished presentation and sheer, 
m i iterated action. Tons and tons 
zi : The firepower and wastage on 
«, - "1 is of a level that far exceeds any- 
*tng offered before. A £25 coin-op 
1 no coins! 



ARCADE ADVENTURE 


GODS (Renegade) 

Ir e it may be argued that it's not as 
tm s cally sophisticated as the likes 
- k Dangerous 2 or Prince of Persia, 
*map Brothers' platform opus 
>-» - Ter enough fully-rounded arcade 
i n to make it the outright winner 
gi r.is category. Classy and depthy. 


BOLE PLAYING GAMES 


EYE OF THE BEHOLDER (US 
Goid/SSS) 

• the mighty sword of Kring! SSI s 
i - • Dungeons and Dragons game takes 
: best bits of Dungeon Master, adds 
a w more its own, stirs well, and the 
t -s ult is the best yet for gamers into 
■ whole fantasy genre. Will SSI rule 

• e RPG land forever? 


SPORTS ARCADE 


KICK OFF 2 (An©©) 

~ hat can we say? It's pretty pointless 
ng to explain to the initiated what 
r akes Kick Off 2 so damned playable, 

. t the primary reasons are untra- 
mstrinctive ball control mode and 
- -r.arkable speed which combine to 
make it as exciting as the real game! 


STRATEGY 


CIVILIZATION (Microprose) 

d Meier's Railroad Tycoon is deposed 
$ the strategy benchmark by - would 
yx u believe it - another game by Sid 
M eier! This awesome strategy epic has 
he player leading a race of people 
rough technological and cultural 
cpansion as the civilisation develops 
- -nigh the ages. Heavyweight stuff, 
i a work of undisputed genius. 


adventure 


the secret of monkey 

ISLAND (US Gold/Lucasfilm) 

a rtly due to the new refined version 
• the SCUMM adventure system and 
a rtly due to the excellent, and very 
script, this is the most engag- 
: g md entertaining adventure game 
r -.ears. But will Monkey Island 2 
take its crown? 


The games listed here are the very best of their particular 
genre. The benefits of your being fully acquainted with our 
Benchmarks are twofold. 

The Benchmarks provide a solid reference point when 
it comes to games buying time. By glancing at our descrip¬ 
tion of the benchmark, you'll be able to decide if particu¬ 
lar differences in the new game's design would make 
the new title more or less appealing for you. 

Also, no software collection is complete unless it con¬ 
tains all the games listed here. If you're missing any of 
these titles, go and remedy the situation immediately. 


SWIV 

- 



RACING GAME 


STUNT CAR RACER 
(Microstyle) 

Stunt Car Racer packs polygon-plot¬ 
ting power and arcade-speed thrills 
into a novel formula. Drive around 
elevated raceways, smashing and crash¬ 
ing your opponent into oblivion. 
Growling audio and a weird look add 
novelty value to this class title. 


SPORTS SIMULATION 


JIMMY WHITE'S WHIRLWIND 
SNOOKER (Virgin) 

Archer Maclean does it again, and 
must go down in the history books as 
having produced the first ever realis¬ 
tic snooker game. Tremendous 3D 
combines with authentic play and more 
options than ever believed possible. 
An awesomely good game. 


SIMULATION 


CHUCK YEAGER'S AIR 
COMBAT (Electronic Arts) 

The third game to be endorsed by the 
barrier-breaking General takes place 
in a far more enjoyable combat arena. 
You get to fly every plane you've ever 
dreamt of and you get to fight every 
plane you ever thought of too. And all 
in super sprite'n'polygons graphics! 


action strategy 


MEGA to MANIA (Image Works) 

Sensible Software's first attempt at 
strategy is a surprisingly successful 
one. At first glance, it may seem sim¬ 
ilar to Populous, but further inspec¬ 
tion reveals it to be a genuinely original 
strategy epic. But will Populous 2 , due 
next month, end Mega's brief reign 


PUZZLE GAME 


TETRIS (Nintendo) 

There are more official versions of 
this classic than can be counted on 
the legs of a millipede. But it s 
Nintendo's own Gameboy version that 
is undoubtedly the best line up blocks 
in frenetic black & white action May 
sound dull but is actually fantastic. 


racing simulation 


FORMULA ONE GRAND PRIX 

(Microprose) 

A new Benchmark! So perfect it's 
almost impossible to find any fault in 
this awesofoie game from Geoff 
Crammond. Packed with helpful point¬ 
ers for novices and lots of detail for 
experienced racers, it will keep you driv¬ 
ing for years. 


BEAT'EM UP 


IK+ (System 3) 

An upgraded and enhanced version of 
the original System 3 classic, Archer 
Maclean's IK+ is still unchallenged in 
its field after three years. Its most inno¬ 
vative spect is the addition of a third, 
computer controlled fighter. Incredible 
speed and subgames. 


PLATFORM 


SUPER MARIO WORLD 
(Nintendo) 

The sooner they release the Famicom 
over here the better, as that will give 
more chance to experience the stun¬ 
ning fourth instalment in the saga. 
Sheer perfection from start to end of 
its ninety-nine levels! By the way, have 
you seen that advert with Mario read¬ 
ing the news? It's good isn't it? He's 
better than that Sega git anyday. 
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A D V A \ r A G 1 

TENNIS 



ADVANTAGE 

TENNIS 



Monday, 3rd of November 1991 THE NEWSPAPER OF CHAMPION GAMES. ★ 1 st year N # 00000 



Another crushing victory for ADVANTAGE TENNIS 
over its rivals. Its indisputable technical superiority 
was proved last season on all surfaces. Like us, 
Tennis World is wondering if this year, there will be a 
player who is well trained enough to succeed in 
taking ADVANTAGE TENNIS’ title and becoming 
Number 1. 



A CHAMPION’S PORTRAIT 

♦ 1 or 2 simultaneous players. 

♦ Numerous spectacular shots: Backhand 
smash, Dive... 

♦ Slow motion replay of the last rally. 

♦ 3 game types: training, season or 
exhibition. 

♦ ATP point and ranking management by 
program. 

♦ Different view angles. 



WIN YOUR BADGE 
“N# 1 IN THE WORLD” 

Fine! You have not given up. Your technical 
and mental qualities have made you Number 
1 in the world ranking. Every winner 
deserves a medal. So if you’re among the 
first 200 to send us a screen sho‘ 
representing the first page of your press 
book proving that you have defeatec 
ADVANTAGE TENNIS, you will get the badge 
ADVANTAGE TENNIS PLAYER NUMBER 1. 



Marvellous high smash on the grass of 
Wimbledon. 



Terrific between-the-legs-stroke on the 
synthetic surface of Tokyo. 



Splendid backhand smash at the net on clay 
at Roland Garros. 




PC & COMPATIBLES 
ATARI ST & STE - AMIGA 


INFOGRAMES LTD - 18 OLD TOWN - CLAPHAM - LONDON SW4 0LB - ENGLAND - TEL: 071 738 81 99 
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elcome! Welcome one and 
all to a thoroughly awesome reading 
experience. You are about to enter the 
ACE Screentest section, the most detailed 
and trustworthy reviewing system in the 
universe! 

Every word of the review is intended 
to help you decide whether the game is 
for you or not. The body text is combined 
with a plethora of handy icons to offer 
at-a-glance information. 

Each game is compared and contrasted 
to another title as an easy frame of 
reference. Most commonly, it will be 
compared to the best its particular genre. 


The Thumbs up and Down box details 


particular elements which may or may 
not appeal - the toughness of the bad 
guys, number of levels, long-term appeal 
etc. 


The ACE Rating - a score out of 1,000 - 


is the most instant gauge of the quality 
of the game. 

An ACE Trailblazer award goes to 
games scoring over 900. These are recom¬ 
mended without hesitation. They are 
"must buys". 

Titles which excel in a particular area 
also stand the chance of being awarded a 
Sound, Graphics or Idea award (for inno¬ 
vation). 

There's even beginners' hints to get 
you through the early stages should you 
buy the game that month and can't wait 
for our detailed tips the following issue. 


Finally, the PIC curve details our feel¬ 


ings as to the longevity of the game. 
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Genre Arcade Adventure 
Publisher US Gold 
Developer Delphine 
Price £29.99 


ANOTHER 



ou’ve played Norse warriors and rebel space pilots. 
You’ve played swashbuckling pirates and famous military commanders. And 
now, thanks to Delphine, you get to play a spindly copper-topped boffin called 
Lester. Terrific. Mind you, while the prospect of a billion screaming Mario- 




Oops. In a fantastically unwise move, 
Lester has destroyed a thin piece of 
rock with his blaster pistol, initiating 
a non-relaxing million-tonnes-of-water 
situation. Say "Goodbye", Lester. 


philes beating down the doors of software stores 
across the nation in order to adopt the persona of 
Lester is unlikely, this Everyman approach at least 
offers some novelty. Playing superheroes and mon¬ 
sters has now become so normal, assuming the role 
of a regular human helps 
the player feel even more 
at sea in his new environ¬ 
ment. A normal guy in a 
crazy situation and all that. 

Watching the ad¬ 
mirably cinematic opening 
sequence, the player learns 
how Lester finds himself 
in the mysterious new envi¬ 
ronment of the tide. Lester 
is a brilliant nuclear scien¬ 
tist and a bit of a Doogie 
Howser in the age stakes if his boyish appearance 
(complete with T-shirt, jeans and trainers) is any¬ 
thing to go by. Working late on his latest mind-bog¬ 
gling experiment, Lester plans to perform a dangerous 
but potentially revolutionary experiment of the 
particle-physics variety. 


At a particularly critical point during this particle¬ 
meddling, lightning strikes Lester’s laboratory, surges 
back through the complex electronic equipment and 
into the very console where our carrot-topped sci¬ 
entist works. In a blinding flash of light Lester is 
vanished away to a new mysterious land. Armed 
with only his Gallic shrug and a girl’s-blouse aca¬ 
demic background, Lester must explore his new 
environment and discover a way to get back home. 

The ‘deal’ with Another World is that Delphine 
have taken a similar graphics system used to such 
great effect in their previous release Future Wars 
and have stripped away the mouse-driven adventure 
replacing it with a more instant, joystick-controlled 
interface. And on a number of counts it’s a big suc¬ 
cess. But I have my reservations. 

In what can only be described as a very brave move, 
Delphine have endeavoured to conjure up an inter¬ 
active and believable movie using the world’s least 
atmospheric graphic tool: the polygon. The result is 
that Another World’s graphic style is distinctly, well, 
French. Whatever you may think of the end result, 
it’s at least a completely new approach for an arcade 
adventure, which can’t be all bad. A big plus for this 









Despite the fact that Another 
World is, to an extent, quite 
an original game, there are 
plenty of points of compari¬ 
son. The most immediate is 
Prince of Persia from Broderbund 
through Domark), since the central 
character animates in a similar fashion and 
the thrill of the game is supposed to 
surround the player's belief that they are 
controlling a real person. PoP wins out¬ 
right on this count, having both quicker 
and more attractive animation, but 


Another World has a host of extras which 
are noticably absent from Broderbund's 
game. In particular, the overall "feel" is of 
a more believable, albeit peculiar game 
world. Another World also boasts more 
variety through its levels, some requiring 
mapping and planning, others making 
demands on the player's arcade skills. For 
an all-round new experience. Another 
World wins, but no-one has yet surpassed 
the graphic excellence of the Prince. 




system is that polygon animations can be calculat¬ 
ed on the fly, doing away with the need for thou¬ 
sands of pre-stored animation frames. This basically 
means that the design team 
have had more room to devel¬ 
op the story and atmosphere 
of the product with extra cut¬ 
away scenes, sound effects, etc. 
(See the ‘Play the Film’ panel). 
There’s no question, how¬ 
ever, that the seriously stylised 
nature of the graphics will be 
an instant turn off for some 
players. It’s a shame, because 
despite their initially inhuman 
appearance, they really capture 
the feel of both a strange world 
and its inhabitants surprisingly 
effectively. 

Since the player is equipped 
with a pretty basic model Lester 
to begin with - no blaster rifle, 
no grenades, no teleport equip¬ 
ment - he’s given the chance 
to get to grips with the ‘smart’ 
control method. Smart con¬ 
trols basically mean that Lester 
will not necessarily perform 
the same action every time the 
player moves the joystick in a 
particular way. Depending on 
his environment, Lester may 
be able to do things different¬ 
ly. If a vine hangs overhead, 

Fine examples of the graphic style peculiar to Another World. The lightning bolt may we ]| b e a ble to jump and Catch it. If there’s 

hurtles down the pipes In Lester's lab during the Intro sequence, and the 7 ' . 

enormous black monster prepares to devour the player In an early death an object at his feet, he 11 bend down tO pick it Up. 

sequence. Most impressive. It wou id have been far easier for the program¬ 

mers to have Lester performing a basic Jump ani¬ 


mation every time the joystick went Up or the same 
Object Search every time the player bent down, but 
they didn’t Instead, an individual animation sequence 
is triggered for each special situation. The downside 
of the smart-control setup is that occasionally the 
player will be presented with a problem and he’ll 
face a nagging doubt that he should cycle through 
all the normal controls simply to see if one has a 
new effect in that particular puzzle location. 

Now hang on a second. Cartoony graphics? Plenty 
of animation? Some doubts over the puzzles and 
controls? This all sounds a bit Dragon's Lair, does it 
not? Mais non, ma petite pomme de terre. The play¬ 
er has continual control over Lester, which simply 
expands to offer some new options in certain cir¬ 
cumstances. Another World is also distinct from 
the much-criticised laserdisk outing in its refresh¬ 
ing lack of no-chance death situations. Even in the 
most perilous parts of the story, there will be a warn¬ 
ing of impending doom. Paying careful attention to 
these hints and using a bit of common sense (don’t 
jump off into holes you can’t see, don’t stand around 
like a big ninny in hostile areas) will keep unex¬ 
pected death to a minimum. 

For a game with no guiding text and such a wide 
brief for the player - get back home, somehow - 
Another World does a fine job of guiding the gamer 
through its numerous stages, largely by keeping 
him contained in a small number of locations. 

Once he emerges in his new world, the player finds 
himself in a suite of five screens, each representing 
a different part of a mysterious alien plateau. Left 
of the start screen would 
seem to be a bit of a dead 
end, with only a vine hang¬ 
ing down. Grabbing the 
vine simply swings the 
player back to the start 
screen. 

The screens on the right 
are populated by deadly 
black squid-like things 
which slow Lester down 
until he’s kicked them 
away. Once Lester gets to 
the far right of the screens, 
however, his progress is 
blocked by an enormous 
and quite genuinely alarm¬ 
ing monster. Lester only 
has a couple of seconds to 
flee the big monster, 
removing any question of him having to perform 
an elaborate self-defence move. Instead Lester must 
run and run back through the screens (coming sadly 
a cropper if he failed to dispatch all the black blobs 
on the way) with the monster thundering after him. 

On reaching the final screen, there’s simply noth¬ 
ing left for Lester except to leap and hope. Of course, 
this is exactly what he’s supposed to do and swing¬ 
ing back off the vine will land him one screen to the 
right. Even here, he must run hell for leather to avoid 
the monster who’s still chasing him. As Lester runs 
back across the screens the monster gains ground 
again until he’s right on top of Lester and the play¬ 
er realises that he isn’t going to escape. It’s only on 
the final screen that a mysteriously cloaked figure ► 54 
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ying super- 
Iroes has now 
become so nor¬ 
mal, assuming 
the role of a 
regular human 
helps the player 
feel even more 
at sea in his new 
environment. 



























nether World's visual style is reminiscent of the more 
comics, with Lester haring around through 
the weird and wonderful alien landscapes. In particular, 
9f set piX^RKe for especially interesting viewing. 


While exploring his new world 
Lester is ambushed by a huge , 
slavering monster! 


His fingers aching through holding his joystick Left as far as it would go, Le 
is hounded by the monster until he reaches the left edge of the level , where 
ground runs out! The only solution is to jump onto the hanging vine!! 


Lester 


the 


Dropping from the vine by 
releasing Fire, the player must 
hit the ground running! 


Saved from the clutches 
of the Beast , by a 
mysterious ally! But who 
is he? And is he entirely 
on Lester's side?! 




/ Run away! The Beast is gaining 
on poor Lester! Will he make it 
to the screen-flick point in time? i 


AN UNLIKELY HERO 

For a weedy looking git, our scientist hero actually has 
some balls, and he's a fairly tough cookie too, being 
able to withstand all sorts of scrapes. 

Here, at the start of Level 1, Lester encoun¬ 
ters his first life-threatening problem. While strolling 
across the apparently barren alien plane, Lester notices 
a strange, shapeless, urn, shape following him in the 
mid distance. It isn't long before the beast catches 
up with Lester and the player must think fast if he's 
going to survive. 

Examine the breakdown of this particular prob¬ 
lem and you'll have a pretty good idea how the puz¬ 
zles and action in the game work as a whole. 
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Nervously Lester greets his 
saviour. Maybe this crack shot 
will help Lester escape..? 


No. As it happens , they're not. As the skull-splitting concussion wears off and Lester's 
vision gradually returns , he finds himself suspended in mid air in a steel cage with only an 
enormous bald alien for company!!! How on earth is our scientist hero going to escape 
this time? 


or maybe not.. 


Shrattackazoom!! Thrown back by a searing blast of energy; 
Lester tries in vain to remain conscious. As his vision dims / he 
wonders if his adventuring days are at an end... 
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51 ► emerges from the shadows and blasts the monster... 
and then Lester! 

On a dramatic level, set pieces like this work 
extremely well. Like the big set-piece on the third 
level of Prince of Persia with the player haring along 
as fast as he could, jumping traps and clinging to 
ledges, Another World boosts the player’s adrenalin 
level pretty successfully. The pursuing monster even 
leaps at Lester during his run to the left, its razor- 
sharp claws missing him only by a fraction of an 
inch. 

The penalty for being even the slightest bit slug¬ 
gish during this sequence is instant death, depict¬ 
ed in most appealing yet violent cutaway scene. The 
monster who is just an enormous black panther¬ 
like blob flies out of the screen towards the player. 
And then it's a flurry of black hair and claws and 
then darkness. 

Indeed, it’s easy to become heavily involved in 
the plot and the adventure as a whole, largely thanks 
to the animations of Lester and the impressive and 
peculiar nature of the graphics which surround him. 

However, Another World is not without its prob¬ 
lems. For a start, the long term appeal of the 
game is in doubt. The levels are actually 
pretty short, comprising maybe three 
decent puzzles. Also, the studied weed- ^ 
iness of Lester may well become a bit 
of an annoyance. It’s extremely frus¬ 
trating, as well, that the animated 
sequences which pop up (and, to be fair, are 
necessary to add atmosphere) can’t be skipped 
through and must be watched, dramatic 
pauses and all, every single time. The play¬ 
er’s control over Lester could be slightly 
more responsive too, especially since there’s 
a great deal of running about to be done. 

It should be made clear that Another 
World has very little to do with object- 
manipulation. Instead, most of the 
problems are solved by moving Lester 
around in a certain way and exploring. 

However, Lester does have the assistance 
of a friendly alien whom he meets at the 
start of the second level. Another example 
of how the game helps the player under- 
stand his situation is the avoidance of < 
any clumsy friend-or-foe nonsense. 

Lester comes to, after being stunned by a 
hooded fiend at the end of level one, in a cage 
suspended high above some sort of rock break¬ 
ing chain gang. He’s in the cage with this big alien, 
suggesting that they are both out of favour with the 
bad guys, and implying an immediate bond between 
the two characters. 

It’s rather handy for the player (and most conve¬ 
nient for Delphine, don’t have to allow the player 
to play with every object on the landscape) that his 
new found friend will behave independently and 
will deal with lots of the less interesting elements 
of some puzzles. Escaping from the jail screens, for 
example, requires the access code for the exit doors 
to be broken. As it would be fantastically boring for 
the player to have to bash away with different com¬ 
binations, the story dictates that the big alien can 
deal with such tiresome aspects while the player 
has the more exciting job of blasting away at the 
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Amiga version 


Amiga owners are obviously going to get the best 
implementation of the game, since it has been 
developed on their machine first. The biggest 
criticism is that occasionally the speed is 
a little lacking, but on all other fronts it works exceptionally 
well. In particular, the music and sound effects copjure 
up a realistic impression of a strange new world ripe for 
exploration. No, really. 



m 


Not much news on the ST version as yet, 
but we understand that our onion-munching 

_ _ ^ pals from across the waves are working on 

it right now. Watch out for updates soon. 


This sort of game works like a dream on the 
PC, and when the version appears in late 
january, it should be a stormer. 




Swinging in the cage at the 
start of level 2 will result In a 
crushed guard and freedom for 
you and your fat friend. And 
what is that lying on the floor 
to the right of the cage..? 


..It's a gunI Pick It up Lester, 
you spindly little pacifist. It's 
time to stop crying into your 
Benetton T-shirt and start 
kicking alien butt! 


Although he's no Prince of 
Persia, Lester runs along at a 
reasonable enough pace, but 
It's sometimes tricky to time 
his jump. 


Have you noticed that all 
these alien worlds are always 
blue? Can’t move for the 
bleeding stuff. 


(Above) Glug! Glug! Lester finds himself in deep water once 
again. In fact, it's so deep that he's drowned to death! 

(Left) Hooray! Finally our ginger-haired man gets something 
right and avoids a spikey death by jumping clear of a 
viscious stalagmite. 





















Easy controls Annoying 

. . cutaway scenes. 
Interesting plot 

angle. Who wants to 

play a boffin? 



(Above) Lester battles the mysterious alien soldiers during level three. A 
far cry from his comfortable home (inset) of luxurious motors and Coke 


e s 




(Left) Lester gets 
the customary 
Identification 
scan at his base 


(Left) The player has three forms of fire available to him once the gun has 
been located at the start of the second level. There's normal fire (as seen 
here), there's a shield and a blaster bolt. Be warned, however, that the 
gun has a limited number of shots, most of which have to be used in 
certain situations. Also, players who go around blasting things willy nilly 
are likely to come a cropper. 


guards with his new laser gun to give his pal time 
enough to crack the code. Elements like this occa¬ 
sionally lift Another World up into the Extremely 
r \ citing bracket. 

Delphine should be congratulated on producing 
a ^ame which is completely distinct from the bulk 
f titles on the market. Even the most sniping (rit¬ 
es would have to concede that it’s an interesting 
: rection to pursue, and the balance between a visu¬ 
al treat and a decent game had been reasonably well 
struck. 

Overall, let’s be certain, Another World is a pret- 
tv impressive game. It’s got plenty of drawbacks but 
m the whole, it scores a big plus. For players look-, 
ng for a new angle on the arcade adventure genre, 
and in particular anyone who has a stronger inter- 
est in new graphic styles than the depth or longevi¬ 
ty of their game, it fits the bill perfectly. 

• Jim Douglas 


PLAY THE FILM! 

No, don't laugh. We know the phrase has had a bit of a maul¬ 
ing in recent months and now the very mention of it will have 
smarter readers in an eyebrow-aloft, upturned nose situa¬ 
tion. But Another World comes closer than most, partially as 
a result of setting its sights on a more reasonable level. 

In fact, it's more like Playing the Comic than the Film, since 
all of the graphic scenes which the player controls are in 2D 
side-on mode which are surprisingly reminiscent of the more 
stylish French comic books around at the moment. 

Even controlling the character of Lester after a while does¬ 
n't become too bad, as he's quite agile and believable. 

A definite point against the game, however, is that the cut¬ 
away scenes must be watched in their entirity and can't be 
clicked through. While they're largely of a high quality, they're 
far too long to be anything other than irritating after the sec¬ 
ond viewing. 


Another World is a most pecu¬ 
liar game to rate. It Isn't going 
to keep you occupied for the 
rest of your life, since It's actu¬ 
ally quite a small game and the 
action progresses at quite a 
pace. However, for the time 
while you are learning about 
it's subtleties, it's most engag¬ 
ing. 

At its most basic level, it's an 
interesting departure from the 
graphic style of most arcade 
adventures. 

Gamers fond of hefty adven¬ 
ture elements in their arcade 
adventures, however, may find 
Another World rather lacking, 
since the game is virtually bereft 
of object manipulation or any¬ 
thing but the simplest prob¬ 
lems to solve. 


flHIETll I1TI1JST E1III 

! i i 1 1 i 




55 








































Genre Arcade Blast 
Publisher Ocean 
Developer Digital Image Design 
Price £25.99 

OUT NOW 




Long Time Ago, in a Galaxy Far, Far Away... 

under threat from an unstable sun, a rag-tag fleet of 
ships flees the imminent supernova. The only path of escape lies 
heart of the hostile Rexxon Empire, where diplomatic attempts 
peaceful passage have been savagely rebuffed. 


Having no alternative, the humanoid fleet, offered 
meagre protection by the Star Carriers RedStorm 
and BattleAxe and a handful of Star Fighters, enters 
the Neutral Zone bordering the Rexxon Empire and 
prepares for war - a war it did not want. But although 
severely outnumbered, the fleet has a Top Secret 
prototype one-man Star Fighter that just may save 
the nomad race from total extinction... 




And so begins Epic, a sprawling space quest across 
a thousand Light Years (it says here). Epic is one of 
those games, much like EA’s Birds of Prey, that has 
been previewed so much and for so long that you 
half think that it’s already been released. Digital 
Image Design, who also produced last month’s excel¬ 
lent Robocop 3 , and its games is obviously like London 
Transport and its busses - you wait for ages then 
two come along at once. But after almost two years 
development, can Epit possibly live up to the hype? 

To be honest, it doesn’t - but it has a bloody good 
try. At heart, Epic is simply a glorified 3 D space 
shoot-’em-up, but then that’s like saying Super Mario 
World is a glorified Manic Miner. The game is split 
into ten land- or space-based missions, each requir¬ 


ing that the player complete a certain task or destroy 
a certain number of enemy ships or installations to 
succeed. Depending on the player’s performance, 
the game plot chops and changes accordingly. 

Epic is aimed fair and square at the player who’s 
more interested in shooting aliens rather than talk¬ 
ing to them. Each mission is preceded by a none- 
too-attractive text screen briefing the player on the 
job ahead. The player may have a time limit to com¬ 
plete the mission in, and in some cases taking too 
long can have very serious consequences. 

In common with many action ‘sims’ (Core's 
Thunderhawk, for example), launching and landing 
are handled by the computer - none of that ‘match¬ 
ing ship and docking bay rotation’ shenanigans so 
beloved of Elite here. Epic handles these sequences 
better than most, depicting them as a series of ani¬ 
mations viewed from a variety of‘dramatic’ camera 
angles, complete with some good digitised speech 
for extra atmosphere. However, good as they are, 
familiarity breeds contempt, but by hitting ESCAPE 
they can be skipped. 

Coming out of the launch sequence, the view switch¬ 
es to inside the cockpit of the Epic craft, the fleet’s 
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v lutionary (and Top Secret) one-man fighter. 
::trol is largely restricted to the mouse, with the 
.ttons providing a spurt of velocity or a burst of 
re from the currently-selected weapon. The key- 
• ard is restricted to cycling through the various on- 
ard weapons systems. The player starts with a 
tiful handful of weapons that have about the same 
:Tect on the big ships as flicking peanuts at them, 
it during the course of the game the 
••t scientists develop new and better 
sers and missiles. By the time the 
• mission is reached the player is 
to choose between fourteen sys- 
*ems. 

While the control system is not quite 
elegant as Thunderhawk ’s ‘all on the 
ouse’ system, it’s still very good. In 
edition to the ship controls there are 
- so keys to cycle through the cockpit 
ews and a plethora of ‘out-of-cock- 
if views, complete with zoom in/out 
:dlities. For those with a fear of mice, 
ere are also options to use the key¬ 
board and/or joystick for all the flight controls. 
Combat takes place either in space or above a plan¬ 
ts surface. Since the Epic craft is fitted with anti- 
gravity repulsers, it handles pretty much identically 
in either environment. Planetside, if the mouse is 
.eft the ship will simply float rather than plummet 


nose first into the ground. And while this is hardly 
realistic, the fact that the player can forget about 
aerodynamics and get on with the high death-rate 
zapping makes the game very enjoyable from a pick 
up and play point-of-view. 

Space battles, it has to be said, are pretty special. 
Remember that big space war at the end on Return 
of the Jedi, where the Millenium Falcon flies into 
wave after wave after wave of TIE 
fighters? There are times in Epic 
when the player gets into some very 
similar hair-raising scrapes, with 
clouds of Rexxon ships veering in, 
then peeling off to give chase. 

The battles around the big 
ships are excellent too, but due 
to the low detail level on the 
ships (admittedly necessary to 
keep the game speed up) it can 
be difficult getting a sense of scale. 
Too often the cruisers look as small 
as the fighters, and it's only their 
behaviour that differentiates them. 
Get close, though, and the differences get very obvi¬ 
ous. Particularly nice is the way the player can weave 
between the towers and struts on the Star Carriers. 

With the huge number of ships zipping about, 
things can get very chaotic and, at first anyway, very 
confusing. Fortunately DID have addressed >60 



Epic is in many ways a cut-down 
Wing Commander, and shares 
many of the Origin game's 
strengths and weaknesses. For a 
start. Epic's attempts at being an 
'interactive' movie are weak to say the 
least. Epic's plot is pretty much linear, 
with little chance for serious deviation 
from the main thrust. Wing Commander, 
admittedly, is a little more successful in 
this respect, allowing a slightly greater 
degree of plot variance (and the 'plot' 
screens are more attractively presented to 
boot). 

In essence Epic, like Wing Commander, 
is really nothing more than a string of 
well-presented, high-quality 3D shoot-'em- 
ups. But where Epic scores strongly over 
Wing Commander is that it runs quite 
happily (and certainly more than fast 
enough) on a standard issue ST or Amiga 
(as opposed to a high-end PC). Hooray! 
Power to the people! 

Epic is also more impressive in terms of 
scale. There's are moments, when the 
player flies into the thick of one of the 
really big space battles, that are exhilarat- 
ingly reminiscent of the classic SF movies. 
Entering a battle and seeing swarms of 
fighters swarming about the bulk cruisers, 
distant explosions and so on, the player 
gets a genuine thrill and a sensation that 
he really is taking part in something 'big'. 



Epic is 
simply a glorified 
3D shoot-’em-up, 
but then that’s Kike 
saying Super Mario 
World is a glorified 
Manic Miner. 





















(Right) It all seems to easy at 
first. The scanning station 
isn't exactly difficult to spot - 
it's the size of a small 
mountain! However, there is a 
problem -it's protected by a 
forcefield. The player now has 
to find the generator powering 
it and destroy that first. 

\ Most major 
/ installations are 
served by roads. 
Follow the roads and you 
should find them. 


' fttpraK r Jj s J : 

As the fleet starts to penetrate the edge of the Rexwon Empire, 
the player is sent on his first planet-based mission. The fleet’s 
scouts have detected a Rexxon scanning station on the 
approaching planet of Amragan IX. Given the huge size of the 
fleet, there’s no way that it can slip past unseen - and with 
the Rexxon armade only a few light years ago detection could 
be disastrous. 

However, luck is on the fleet’s side. The planet is in the pro¬ 
cess of eclipse, leaving it incapable of making contact with 
Rexxon central command for a short while. The player's task 
is to fly down to the planet and destroy the station before the 
end of the eclipse. Failure could mean more than death - it 
could spell the end of the whole race. 


Here is the whole mission broken down step-bystep (starting 
above and progressing clockwise), to illustrate how a typical 
mission progresses. Read and leam - it could save your life. 





(Left and above) The player's futile attack has attracted 
unwanted attention. Rexxon fighters fly in to the station's aid, 
keen to see off the human threat. They know that sooner or 
later the player will realise that the shield can be deactivated 
by destroying the unprotected generator. 


H Dogfights with the enemy can get pretty hairy, 
mainly due to the number of ships zipping about. 
Go for the big ships first, only breaking off to deal 
with a fighter if it’s locked on to you. Also, when 
you've picked a target, stay with it until it's been destroyed. 
Just taking potshots willy-nilly will earn you a oneway ticket to 
the space morgue. 


blitter, there are quite a 
few twists on the basic 
shoot-'em-up gameplay 
with enough surprises to 
keep the player on his toes 
It's far more than an alien 
turkey shoot. 
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Homing missiles are generally the best 
weapon to use for destroying enemy buildings 
Cnee locked on, you can fire, forget and let 
the missile do the demolition work, leaving 


i.4ckerjob, it’s very short range and you have to aim it 
precisely, leaving your back exposed. j 


(fop) Those missiles certainly do the 
trick! The generator explodes in a cloud 
of flame and smoke, leaving only a 
charred pile of rubble in its wake. Now 
to mop up the few remaining Reaocon 
fighters and get on with the main 
mission... 


(/fcove) Things are getting desperate. 
The scrap with the Rexxon ships may 
have ended in victory, but it has left the 
Epic fighter severely damaged. As it 
limp^hack to the generator, smoke 
poursT^iTfthe damaged hull. 


^ Ifcon't go looking for a 
fcit unless you're sure 
%Q|i-£an handle it. In a 
'"MLrtion like this one, 
^^Ig ^iql out of the 
it and try to finish the mission. 


(toove and right) The scanning station 
is now unprotected and vulnerable. With 
no enemy presence to bother him, the^ 
player can take his time and take it out 
in style. A few plasma bolts weakens tf^l 
scanner dish until eventually the whole? 
building gives up the ghost, exploding to 
leave behind a few blackened struts and 
supports. Congratulations, play# 
Mission Complete! ^ 


r^. jnd the planet, it's pay-back time for the player. 


our hands free to tackle any enemy ships still on the 


: 'owl. Miile the ultra-powerful Epical weapon does a 


*i being attacked by the doggedfy-persistent Rexxoris, 

- < player finds the generator. At last, having been chased 


i 
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“I’m hit!”; “It’s an unknown energy form, Captain”; 
etc, etc. Too often it feels like you're fighting a one- 
man battle, and the occasional message flashed up 
on the cockpit VDU congratulating you on a good 
shot doesn't do anything to alleviate that. 

For my money, the planetside battles are more 
interesting than the space ones, largely because 
they’re generally based around completing a task 
rather than just eliminating a certain number of 
the enemy. And in a lot of ways the graphics on the 
ground are even more impressive than those in 
space. There are some superb 'set pieces’, such as 
giant cruisers lifting off from launch 
pads, huge mining bulldozers (and 
here huge means bigger than a 
mountain!) lumbering across desert 
plains, massive mountain-based 
gun emplacements, working mono- 
rail systems, the list goes on and 


A 


a no-nonsense blaster, 
Epic is an excellent game 
that more than lives up to its 


In a manner similar to Origin’s 
Wing Commander, Epic frames its 
of space- and land-based battles with passive ani¬ 
mated sequences and text screens whereby plot 
developments are conveyed to the player. The plot 
progression varies according to the player’s perfor¬ 
mance in the missions. 


name in terms of scale. 


(Left) The all-powerful Epical weapon 
in full effect. This weapon is the 
pinnacle of the fleet scientist's 
research - although having a 
distinctly short range (you practically 
have to be touching the thing you 
want blasting), it makes up for this 
by being metal melting to the max. 
Nothing can stand up to a few blasts 
from this. Note the blue sphere 
around the Epic craft - it's opacity 
acts as an indicator to the strength 
of the hull shield. 


57^ this problem in several ways. For a start, the battles 
generally take place in a flat plane, with little verti¬ 
cal deviation. Thus, once the player finds where the 
action’s taking place it’s easy to stay with it. In addi¬ 
tion, if the player is straying from the battlefield a 
warning noise sounds and a heading appears on the 
HUD (this heading can also be called up by hitting 
HELP). To prevent players blasting their own side, 
a large cross appears on the HUD if the player tries 
to lock on to a friendly ship. However, it’s just advi¬ 
sory - you can still let rip if you’re feeling particu¬ 
larly treacherous (though downing friendly craft 
only results in the player’s score being reduced slight- 

ly)- 

The sheer scale of the battles acts both for and 
against the game. Some of the later missions in the 
game demand that the player destroy a huge num¬ 
ber of enemy ships to win, and while it doesn’t exact¬ 
ly get boring (there’s always lots of enemy attention 
to keep you on your toes) downing ship after ship 
after ship can get a bit repetitive. 

Talking of friendly ships, it’s a shame you can’t 
indulge in some sort of cliched chatter with the fleet’s 
other pilots. You know the sort of thing: “Look at 
the size of that thing!”; “Cut the chatter, Red Two”; 


(Above and right) Just two examples 
of some of the huge land-based 
objects. Doesn't the giant 'dozer 
(above) look a lot like the demolition 
'droid Mek-Quake from 2000A.D. 's 
Ro-Busters? The pulse cannon (left) 
appears about two-thirds of the way 
into the game. It poses an obvious 
threat to the fleet and must be 
destroyed - by you, of course. 


(Right) A squadron of three Rexxon 
fighters makes an ill-advised pass in 
front of your ship's lasers. The 
mixture of bitmapped explosions 
overlaid on the polygon ships (first 
seen in F-29) is very effective. 


Fast just isn’t the word for this 3D. You’ll think that some¬ 
how a maths co-processor has got inside your ST when 
you see it - the image update is blistering. And if it still 
isn’t fast enough for you, there are three detail levels to 
choose from. Sound, apart from the music, is generally good, 
although the Epic craft’s engine noise leaves a bit to be desired. Disc swap¬ 
ping can be a problem later on in the game. 


Sorry, it bain’t be ready just yet. Expect it early next 
year, sporting redesigned super-detailed starships 
and more of them on the faster models. Check out the 
New Releases in the New Year for an update. 


„ Amaze your friends and confound your enemies with the speed 
of the 3D! As usual, it’s a little slower than the ST version 




but this is compensated for by better sound. Otherwise 
the game remains the same, and just as highly recom¬ 
mended. 
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DON'T 1 KNOW YOU..-? 

You’d be forgiven for getting a distinct feeling of deja vu when playing Epic. 
So let’s take a look at some of the game’s more obvious... er... inspirations: 




s 
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BATTLESTAR GALACTICA 

The adventures of ‘Starbuck’ et al were notorious in their day (the late 70s) 
for being the most expensive TV shows ever at a whopping one million dol¬ 
lars per episode. To be honest it was difficult to see where the producers were 
spending the money - cardboard sets, rubbery aliens and endlessly-repeated 
special effects sequences made this a distinctly bargain basement Star Wars 
rip-off. 

No prizes for spotting that Galactica’s plot - about a pan-galactic search 
for Earth by a vagabond fleet of humans pursued by reptilian aliens - has 
been lifted pretty much wholesale for Epic. Shades of the Galactica itself are 
apparent in the design of the human Star Carriers, while the Rexxon fight¬ 
ers owe an obvious debt of thanks to the Viper fighters. 

THE STAR WARS SERIES 

Remember the exhaust port in Star Wars ? Or the ion cannon from Empire ? 
Or the shield generator from Jedi ? DID obviously do. The Epic craft itself 
bears a strong resemblance to the little-seen A-Wing fighter (pay close atten¬ 
tion during the climactic battle in Jedi and you should see it). 

STAR TREK 

Wooooh-ooooh, doo, doo, do, do, doooo! Ah, a timeless classic. While play¬ 
ing Epic keep a look out for a revamped Klingon Bird of Prey. As Spock would 
say: “Fascinating.” 

RO-BUSTERS 

This classic 2000A.D. comic strip, which gave the World the inimitable 
android duo of Ro-Jaws and Hammerstein, also spawned the hulking demo¬ 
lition ‘droid Mek-Quake. Scour the mining planet in Epic and you may meet 
his big brother. 


And like Wing Commander, it is this supposedly 
‘interactive movie’ element that’s the least satisfy¬ 
ing part of the game. Plot branching is limited, and 
tends to result in either the plot continuing on the 
‘winning’ path or the game ending abruptly. (An 
identical criticism was made of DID’s Robocop 3 last 
month.) For example, do badly in one particular bat¬ 
tle and you return to the mother ship to find the 
whole fleet decimated, end of game. The penalty of 
failure may well be severe, but this is ridiculous. 
Personally, given this limited level of storyline inter¬ 
action, I would just have preferred a straight-for¬ 
ward series of plot-linked missions. 

Another complaint is the actual presentation of 
these linking sequences themselves. Too often this 
takes the form of a screen of text over a starfield 
background. This is fine for the more trivial events, 
but for something like being awarded a promotion 
or returning to the fleet to find it decimated it’d be 
nice to actually see something. 

The space animations are the best, where the play¬ 
er is shown such events as the fleet breaking up or 
Rexxon ships approaching. The choreography of 
these sequences is marvellous - cruisers, agroships 
and space junks lumbering across or into the screen, 
small convoy fighters zipping about them like gnats 
- and very reminiscent of the special effects pro¬ 
duced by Industrial Light & Magic. 

The only serious downpoint to these otherwise 
excellent sequences is the musical accompaniment. 
Surprise, surprise, it’s bleedin’ Mars from Holst’s 
bloody Planet Suite. Sure, as a sample it’s superb, 
but as a piece of dramatic music it’s too familiar and 
frankly after the tenth time the strident horns and 
thumping rhythm are almost physically painful. 
Thank God for the option to turn it off. And for once, 
half-meg users can think themselves lucky because 
there’s no room to load it on their machines any¬ 
way. 

Occasionally there’s a cut to the Rexxon base moth¬ 
ership where the evil alien commanders spout por¬ 
tentous dialogue at each other, but these are rare 
and - to be honest - none too effective. Also, given 
that the player never sees anything similar hap¬ 
pening between the human characters (indeed, the 
humans are never seen up close at all), they seem 
strangely out of place. Since the player is meant to 
be playing the game from the humans' perspective, 
in many ways it would be better from a dramatic 
viewpoint if the behind-the-scene machinations of 
the enemy were unknown. 

However, these animations are peripheral to the 
meat of the game, so these criticisms shouldn’t be 
considered too damning. Let’s face it, no matter how 
good these sorts of sequences are, they get dull after 
the umpteenth viewing and you always ending up 
skipping past them. As a no-nonsense blaster, Epic 
is an excellent game that more than lives up to its 
name in terms of scale. Admittedly the gameplay 
has about as much depth as a drying puddle, but 
when you’re locked in a dogfight around a Star 
Carrier with three Rexxon fighters trying to squirt 
plasma up your backside that’s the last thing on 
your mind. 


• David Upchurch 
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Incredibly fast Some battles 

3D. go on too long. 

Exciting mas- Ulitimately 

sive-scale shallow game- 

action. play. 

Good animated Music becomes 
sequences. grating very 

quickly. 


Aaargh! What the Hell's going 
on? Where's the battle? Where's 
the fleet? Where's my mummy? 
Epic is very confusing at first, 
simply because of the huge can¬ 
vas for the action. However, 
things do get a lot better very 
quickly. The first few missions 
are very short and simple and, 
given the hype, a bit disap¬ 
pointing. However, they are 
merely a taster of the huge bat¬ 
tles later on which are excel¬ 
lent if a little protracted. The 
alternating between space and 
planet battles injects a mod¬ 
icum of variety into the end¬ 
less blasting. But be warned, 
given the game's lack of real 
depth there's a more-than-aver- 
age chance that you may tire 
of this sooner much rather than 
later. 
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POPUL 


There’s a really nifty bit in Clash of the Titans when Zeus 
(aka the late Laurence Olivier) becomes angry with a cer¬ 
tain, rather callous King for casting his earthly son Perseus 
out to sea to die. By way of retribution the white-bearded 
Ruler of the Gods releases the awesome Kraken on the 



Populous ll's settlements are far 
more sophisticated than those in the 
original, growing now into Greek- 
style Acropolises complete with 
gardens and surrounding walls! 
They're just as vulnerable to attack 
as ever before, however, and when a 
city grows to considerable size, the 
player should seriously consider 
erecting city walls around the 
boundaries to protect the population 
from attack. 


monarch's beachfront kingdom. As the Kraken rises 
from the sea, it creates an enormous tidal wave which 
utterly destroys the city. 

It's awesome destruction such as this that forms 
the very heart and soul of Populous II. Bullfrog’s 
long-awaited sequel is bigger, badder and - yes, bet¬ 
ter - than the classic original. Though at the most 
basic conceptual level, nothing much has changed, 
such drastic sweeping enhancements have been 
made in terms of sheer scope and 
invention that Populous II makes 
its 1989 dad look positively 
mediocre by comparison. And while 
those who fell under the original’s 
spell may find that a little hard to 
swallow, it is absolutely the case. 
Really really. 

One of the game’s many fav¬ 
ourable aspects is that Populous 
players will be able to settle in nicely with the min¬ 
imum of fuss because, as mentioned before, the 
basic idea and objectives remain the same. Two 
opposing Gods representing the forces of Good and 
Evil respectively, battite it out for ultimate suprema¬ 
cy over a series of isometric landscapes, or “worlds”. 
Not directly of course - deities are far too important 
to ever get their own knuckles grubby - but via the 
poor God-fearing population that live down on the 
planet. Split into two distinct tribes - one worship¬ 


ping the player, the other the followers of the oppos¬ 
ing deity, these misguided souls would like nothing 
more than to kick the stuffing out of the “infidels” 
across the water. All they need is a little help and 
guidance... It’s like a great cosmic chess game played 
on a global scale, where real people are the pawns. 
And though they can’t be controlled directly (this 
“free will” business can be a bit of a bind at times), 
they can be given divine nudges in the right direc¬ 
tion. And of course, as Populous players will remem¬ 
ber so fondly, Gods with sufficient power can take 
it upon themselves to intervene directly, unleash¬ 
ing awesome ethereal effects on the enemy’s peo¬ 
ple and terrain. Earthquakes, volcanoes and all manner 
of horrid weather conditions can all be unleashed 
from the tip of the finger to create untold destruc¬ 
tion and hassle for the opponent. 

As in the original game, the trick to Populous II 
is to best exploit this free will stuff. Starting with 
just a couple of followers and minimal supernatu¬ 
ral powers, a fledgling deity’s initial objective is to 
flatten land - the game world is initially a rather 
mountainous affair, and hills and valleys must be 
levelled out in order for people to settle. Such manip¬ 
ulation of terrain is the most basic of all godly func¬ 
tions. As more flat land becomes available, the peoples’ 
settlements grow larger, allowing nature to take its 
course and the population to expand accordingly. 
Two people become ten, twenty, a hundred and 
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re. with each one setting up camp and produc- 
^ more and more people. As the population expands, 
the player becomes more powerful, as a deity’s 
fhience is derived directly from the faith, or manna, 
receives from his followers. The larger a deity s 
• pulation, the more scope he has for Godly effects. 

\nd of course a sizeable population is useful in case 
■ he two opposing tribes come to blows. The game 
won when every last member of one of the tribes 
s killed, so a large population, spread out over a 
tde area makes it all the more dif- 
;ult for the player’s opponent - be 
the computer or a pal connected 
n another computer - all the more 
::fficult to win. 

One of Populous IPs minor 
tanges - albeit an important one - 
> that not all people are the same, 
n the original game everybody was 
ientical in terms of appearance 
nd ability (which led to a few inter¬ 
ring questions about how the all- 
nale population managed to 
procreate so successfully). Now the population is 
made up of three different types of character - men 
• re the most basic, being a general all-purpose being 
a ith a particular edge when it comes to fighting. 
Did men are recognisable by their white beards and 
ire a naturally weaker breed, moving more slowly 
and putting up less of a fight in combat. Women 
suffer from the same problem - a man will always 
lave the upper hand against one in a fight - but they 
ire much more resourceful during peacetime, find¬ 
ing it easier to locate land for settling. No doubt if 
the game had cooking and washing-up in it, they d 
>e better at that too. 


terms of sheer 


It’s in the “special effects” department that Populous 
II’s most radical and impressive new elements are 
to be found. Forget about the paltry handful of godly 
acts that the original game offered - in Populous II 
the player can exert his divine influence in over 30 
different ways, from the most harmless little touch¬ 
es to utterly devastating natural disasters. The effects 
are split into six distinct groups - People, Vegetation, 
Earth, Air, Fire and Water, with a variety of actions 
available within each. At the most basic level the 
player can plant trees and parkland, 
which improve the look of the area 
and make the people who live there 
happier, subsequently increasing 
the manna the player receives from 
them. Such environmental improve¬ 
ments can be taken further, as far 
as creating entire cities by laying 
down road networks and building 
protective castle-style walls around 
settlements. It’s immensely satis¬ 
fying to build an empire of this kind, 
as it gives an impression of being 
much more sophisticated, networked and citylike 
than the random scattering of settlements that pre¬ 
viously formed the deity’s population. 

Vital though they may be, however, these “house¬ 
keeping” style effects are all pretty mundane when 
compared to those that can be found at the upper 
end of the scale. We’re talking real awesome destruc¬ 
tive power here. Many of the offensive effects are 
remodelled versions of those found in the original 
- Swamp, Earthquake, Volcano, Knight and 
Armageddon are all in there, filed under the rele¬ 
vant group headings, and all differ in some degree 
from their Populous counterparts. While the ► 66 



scope and invention, 
Populous II makes the 
original game look 
positively mediocre by 
comparison. 



(Left) One of Populous II's more 
surreal feature allows the player to 
view the game in full-screen mega¬ 
vision - the icons and surrounding 
stuff are shunted out of the way to 
make way for this visually stunning 
display. Even more impressive, you 
can still play the game, casting 
effects and building land! More 
practical players will prefer the 
conventional viewpoint, however. 


It's been said before, and I'll 
say it again - Populous II 
makes the 1989 original 
look somewhat shabby by 
comparison, so great are the 
enhancements and additions that 
have been made. Perhaps the most obvi¬ 
ous difference is the in the graphical 
department, where Populous M's visuals 
are not just a prettier face - they work 
better within the game itself, with effects 
like Earthquake and Volcano being consid¬ 
erably enhanced by the sophisticated way 
in which they are presented on screen. 
Some may argue that there's not enough 
radically new "stuff" to make Populous II 
sufficiently different from the original. It's 
worth remembering, however, that a 
totally new approach could well have been 
disastrous, as the original's formula was 
far too good to put to waste. Populous II 
pushes the potential of its novel display 
format far more than the original game 
did, while retaining the basic gameplay 
that made the whole thing work in the 
first place. For getting that mix of new 
elements and old just right. Populous II 
deserves special commendation. 
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Walkers will always follow roads in favour of uncultivated land, 



Most “trap” effects, like the earthquake and swamp, 
work best in densely populated areas. The Baptismal 
Font is undoubtedly the most lethal, turning red 
walkers into blue and vice versa. A watery sound effect 
accompanies such a transformation, so the player on 
the receiving end can seek them out and block them 
up before they do too much damage. 


Populous M s Conquest Game is a complex and involv¬ 
ing affair, taking the player through 32 increasingly- 
difficult levels in his quest to challenge and ultimate¬ 
ly topple Zeus, God of Gods, and assume his almighty 
position. Initially, the player must select his char¬ 
acter by naming his deity and giving him 
a face, selected horn a variety of iden- 
tikit-styie eyes, mouths, noses and hairstyles, 

The type of face the player selects obso-subtiy changes 
the way that his computer opponents will play against 
him, ensuring a slightly different game each time. 

Initially,, the player starts off as a 
weak and feeble deity, with only a 
handful of low-grade effects at his dis¬ 
posal, but as the game progresses and the play¬ 
er moves upwards through the levels, more effects 
become available to help him combat tie opposing 
gods, who change In personality and get tougher each 
time. This ‘progressive’, almost RPG-styie aspect is 
enhanced by the element of experience points - even 
with the full array of effects available, each one is 
rather laughable and pathetic if executed by an inex¬ 
perienced deity - lightning bolts are itmtg&A off by their 
targets, volcanoes barely trickle lava and so on. 

But as experience points fas awarded by defeat¬ 
ed opponents) are added to each of the deity’s six 
effect groups, the player becomes more powerful, with 
scorching lightning, searing fire columns and cata¬ 
clysmic tidal waves. Because the player can allocate 
experience points as he wishes, he can customise his 
own playing style, choosing to spread points around 
and be equally powerful in ail areas, or pump everything 
into one particular group and have an awesome, if lim¬ 
ited, selection of powers at his command. 


Tidal Waves are one of the game's most devastating effects - 
this beachfront town is about to be completely obliterated. But 
like the Flood effect in the original game (which this takes the 
place of), players should be careful that they don’t hurt 
themselves more than the enemy. The wave pushes outwards 
in four directions from the specified start point and destroys 
^ any land it touches, so think about where it wifi go 
before taking the plunge. 


n Populous II, only about one fiftieth of 
the game world is ever visible on screen at a time. An 
animated map provides the players with a view of the 
overall situation - but never in as much detail as this! 
After considerable aggravation, we're proud to 
present this super map of an entire Populous II 
world, frozen with a game in progress. Enjoy... 


and the shrewd player can use this fact to his advantage, laying 
down track for walkers to follow and thereby guiding his people 
towards a specific area. They have a more sinister use too - why 
not set a trap in enemy territory, then lay a road leading from one 
of the major towns right towards it? Inevitably the dumb-ass 
walkers will follow the pathway, right into the jaws of the trap! 
You can also make pretty patterns, like the Bullfrog logo seen 
here. 
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what’s happening and fills the chasm in. 


the latter aspect by ‘capping” the 
top with a piece of land. 


* sen a storm is placed over a town, spears of 
i;g?*tning crackle down from the clowds at 
-andom points. If a person is hit, he crumbles to 
while buildings are set ablaze. Like all the 
ejects, however, its power depends on the 
: rtting deity’s experience, and lightning 
-nmoned by a weak god may well be shrugged 
by the person it hits. 


Whirlpools occur when a 
whirlwind effect drifts out to 
sea - or it can be created as an 
effect in its own right. When it 
comes near land, it eats away 
slightly at the coast, which 
can be very damaging for 
beachfront properties. The 
golden character, by the way, 
is one of the games “surprise” 
elements. Which is why we’re 
not going to say anything 
about it. Just wait and see... 


As in the original Populous, the best place to 
create an Earthquake is near a dense population 
centre. With walkers emerging from buildings 
constantly, the people-swalling potential is 


enormous - at least until the opponent spots 
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A line of basalt - hard, ashen rock - is created 
whenever a volcano’s lava flow hits water. 
Alternatively it can be summoned up as an 
individual effect and “drawn” like regular land. 
Due to its stony make-up, people can’t settle on 
basalt, but the surface does have one very useful 
property - it doesn’t show up on the main 
landscape map. This allows sneaky players to 
build “invisible” routes for Heroes to follow into 
enemy territory. Devious, eh? 































63 ► swamp, for example, behaves almost identically and 
only looks different, the earthquake is radically new 
and improved - instead of just jumbling the land 
around a bit, this Earth effect now creates a giant 
snaking fault-line, tearing the land apart and leav¬ 
ing a deadly abyss for hapless walkers to stumble 
into. The Volcano is another fine example of how 
the effects are now more sophisticated. Like the 
original, it creates a huge rocky and mountainous 
mass which uproots all the terrain around it, but 
now it comes complete with lethal lava flow, which 
runs down the sides and across the land at the bot¬ 
tom, torching any people or buildings in its path. 

Though these upgraded versions of the original 
game's effects are all fine and worthwhile, the real 
fun is to be had with the new ones, where innova¬ 
tion and devastation go hand in 
hand in a manner never before 
seen. Deities can create storm- 
clouds which send spears of light¬ 
ning crashing down towards Earth, 
destroying entire buildings, or 
burn whole villages with an eerie 
column of fire which moves relent¬ 
lessly across the landscape. On a 
more elaborate scale, why not con¬ 
jure up a hurricane which blows 
people, property - even trees - across 
the landscape and out into the sea. 

The destructive power increases still further, with 
whirlwinds, fire that rains from the sky and awe¬ 
some tidal waves all playing havoc with the enemy's 
territory. 
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ince the original 
Populous has a game 
been so engaging 
strategically, so easy 
to get into and above 
all, so much fun to play 


There are a few weird effects too. Baptismal Fonts 
are an odd little number which are surprisingly pow¬ 
erful, given that they take very little manna to cre¬ 
ate. They work like swamps - a few small pools are 
dotted around over a small area wait¬ 
ing for some hapless walker to stum¬ 
ble into one - but instead of 
consuming their victims, the fonts 
transform them into a walker of the 
opposite side. Red becomes blue 
and vice versa. It's an ideal way of / A1 ©06> 
infiltrating enemy territory with 
soldiers as they are created auto¬ 
matically from inside the city's 
defences! Another dirty trick is 
Plague - simply select any member 
of the opposing deity’s followers to 
curse them (indicated by a vulture 
circling over their heads) and any¬ 
body who comes into contact with 
them becomes infected also. In 
this way the plague spreads 
throughout populations like... well, 
a plague, with the only escape route 
being to kill the infected subjects 
before the disease becomes too 
widespread. 

Pleasing though this multitude of 
new effects may be, some may argue 
that they’ve just been chucked in in 
a rather cynical attempt to make it 
seem like there’s more to the game. 

Well they can shut right up, because 
Populous II differs from the origi¬ 
nal not just in terms of the sheer 
number of effects, but also in the 
whole way in which they behave. As 
a result, the whole effects side of the 
game is now a much more involv¬ 
ing and tactical affair. Whereas in 
Populous an effect was cast and that 
was that, in Populous II each sepa¬ 
rate effect has a hidden depth, or 
side-effect. Take the trees for exam¬ 
ple - lovely green foliage, make the 
area pleasant to look at and make everybody happy. 
How could something as innocuous as that possi¬ 
bly have a down side? Unfortunately it does - a rather 
serious one. Should the opposing deity hit a tree- 
lined area with a fire effect, the 
entire vicinity will be set ablaze as 
the flames spread from tree to tree 
in a horrendous forest fire that 
destroys everything nearby. Players 
can exploit this to their advantage, 
planting trees in the enemy's ter¬ 
ritory then setting them alight. 
There are scores of interdependent 
effects and dirty tricks hiding with¬ 
in Populous II - it just takes a vin¬ 
dictive mentality and a lot of 
experimentation to find them. 

When it comes to looking at Populous II critical¬ 
ly, it's obvious that pretty much all of the praise 
heaped on the original game belongs here also. After 
all, it's the same game at heart and all the same plus 


points apply accordingly. Unlike most previous 
strategy products, the Populous games succeed by 
pitting two players together simultaneously - no 
“your turn, my turn” nonsense here. Also, the feel¬ 


There’s no doubt that Populous II astounds aes¬ 
thetically, with a level of graphical sophistication 
and array of sampled sound effects that puts 
the original game to shame. Unfortunately 
there’s a price for all this fancy frippery - 1024 kilobytes of 
memory precisely. Owners of half-meg machines will have to wait 
for a special version, featuring cut-down animation and SFX, to 
be released in the new year. 


ST owners can look forward to a version of 
^ Populous II which is virtually identical to the 
J Amiga, bar some slight discrepancies in the 
sound department. The same 512k/lMb con¬ 
ditions apply, with the bells-and-whistles 1040 
version out at the same time as the Amiga, just before Christ¬ 
mas. A trimmed-down 520 version (for those poor souls who 
still haven’t got a 1Mb machine) will be released in the new 
year. 


PC Populous II promises to be the best ver¬ 
sion of the lot! All sorts of lovely extra fea- 
tures are being bolted on to make use of the 
machine’s superior facilities, including a network¬ 
ing option and a special split-screen mode, using super hi-res 
graphics which will allow two people to play head-to-head on one 
machine! Supporting all graphics cards from EGA upwards, Pop¬ 
ulous II also promises an excellent sound mode, supporting the 
top two sound cards simultaneously, with the Roland handling 
the theme music while Adlib does the sound effects! Smart. 
Look out for Populous II around Easter time. 


ing of involvement is enhanced considerably by the 
fact that everything happens directly in front of the 
player’s eyes in extreme detail. What Bullfrog have 
achieved so admirably with this sequel is, by adding 
so many new features, tweaks and gameplay enhance¬ 
ments while retaining the original’s basic formu¬ 
la, Populous II feels like the original game on one 
side of the coin, but seems like a totally new and 
challenging experience on the other. 

Not a single thing has been put in Populous II 
just for the sake of it - every feature and effect has 
its part to play, and the way in which effects actu¬ 
ally react with one another makes for an even more 
engaging and strategic experience. About an hour's 
play is all it takes to get some idea of how mind- 
bogglingly clever the game is - much more so than 
any of the other so-called “God sims” which have 
been crawling out of the woodwork lately. It’s quite 
ironic that the sequel to the game that started this 
whole sub-genre should turn up now, just when 
games like Utopia and Mega lo Mania are receiv- 
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I NEED A HERO... 

No. we’re not talking about the crap aftershave. In the case of Populous 
II, Heroes refer to the all-new Knights, which were one of the more enjoy¬ 
able features in the original. Now the fun has been increased sixfold, with 
a different hero, each a character from Greek mythology, for each effect 
group. Like the Knights, their task is to venture into enemy territory and 
cause as much trouble for the opposing deity as possible - although each 
one goes about the task in their own inimitable fashion. A nice touch is 
that each hero is immune to the effects within his own group. So if Odysseus, 
the Air hero, is hit by a lightning bolt (which is an Air effect), he will shrug 
rt off without a second thought. Players who notice an opponent's hero storm- 
ing across the land towards them should bear this in mind when searching 
for something to attack them with... 

PERSEUS (People) 

A true hero if ever there was one. Perseus was the one that rode around 
on Pegasus and slew the evil Medusa. In Populous II, however, he’s a mani¬ 
acal assassin who roams around the landscape chopping the hell out of every¬ 
one he sees. He’s most similar to the original game’s Knights, as he has 
no particular special powers or attributes. 

ADONIS (Vegetation) 

Don’t let appearances deceive you - this pretty boy is in fact a right men¬ 
ace. Every time he wins a battle, he splits into two, with each new Adonis 
being half the strength of the original. Obviously this kind of multiplication 
can lead to rather dizzying numbers of Adonises roaming about. It all works 
out rather nicely though, as later generations are so weak they are killed 
off easily. 

HELEN OF TROY (Water) 

Helen acts like the old Sirens of Greek mythology, who attracted men to 
their deaths with their melodious singing. Wherever she walks, members 
of the opposing tribe are inextricably drawn towards her. As she continues 
to roam the landscape, she amasses a veritable convoy of lovestruck admir¬ 
ers. Then she heads for the nearest beach and jumps into the sea - and her 
army of fanatic followers plunge in after her like lemmings. 

HERACLES (Earth) 

The thing about Heracles is that he’s just so incredibly HARD! Normally, 
you pump a load of people into the papal magnet, then transform them and 
the resultant hero is equal to their combined strength. Heracles, however 
is TWICE as strong as the combined strength, so if you put in a hundred 
men, you get a hero with the strength of TWO hundred! Needless to say, 
Heracles can put it about a bit, so he is the best choice for all-round car¬ 
nage. 

ACHILLES (Fire) 

Though he may have a gammy foot, Achilles knows his stuff when it comes 
to wholesale destruction. Like the assassins, he likes to wander about 
looking for trouble. He's not a fighter though, concentrating instead on 
property damage. An expert arsonist, Achilles will put the torch to anything 
he can lay his hands on - including entire villages and forests. 

ODYSSEUS (Air) 

When fighting, Odysseus is almost identical to Perseus - the difference is 
that he can travel like the wind, at incredible speeds. At full pelt, Odysseus 
can get from one end of the landscape to the other in a mere 15 seconds! 
As such, Odysseus comes in handy when you need to lower the enemy’s 
population very quickly indeed. 



As well as the conventional green pastures, Populous II challenges the player 
with three other types of terrain. Fans of the original will remember the Ice and 
Desert worlds, but Sludge, with its marshy land and horribly slimy oceans is an 
all-new creation. The type of landscape slightly changes the way in which people 
behave, and the player should alter his tactics accordingly. 

(Far left, top) When a battle is won, the entire game is played back in miniature 
in this elaborate throne room.. A two-hour game can be replayed in 20 seconds! 
When that's over, the defeated deity doles out the all-important experience 
points, depending on the player's performance. 


ing so much praise, and put them all in their place 
by showing what this sort of game is really all about. 
How it really should be done. Not since the origi¬ 
nal Populous has a game been so engaging strate¬ 
gically, so easy to get into and, above all, so much 
fun to play. 

Though it would be pretty sad to have to fall back 
on hackneyed superlatives like “awesome”, “incred¬ 
ible” and “fantastic”, all three are genuinely true of 
Populous II. For once, words really do fail me - which 
is a bit of a first for poncy gits like us who think we 
know everything. It doesn't matter anyway as there’s 
not really that much left to say, apart from that 
Populous II is the best 16-bit computer game that 
I’ve ever seen. Simple as that, really. 

• Gary Whitta 
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Incredible array For 1Mb players 
of new fea- only 
tures and 
effects. 

More sophisti- 
catedgraphical 
presentation 
Retains the 
graphic feel of 
the original. 




What's most immediately imp¬ 
ressive about Populous II is that 
despite the fact that it's twice as 
complex and involving as the orig¬ 
inal game, it's every bit as easy 
to get into and learn, due to its 
more sophisticated icon and con¬ 
trol system. The way in which the 
game's levels control the play¬ 
er's progress (with experience 
points and new effects becom¬ 
ing available as the conquest goes 
on) means there's much more 
incentive to continue playing, 
and because there's a defined 
final goal - ie the defeat of Zeus 
in the conquest game - the old 
Populous problem of completing 
a couple of hundred worlds and 
getting bored has been done away 
with. The two-player mode is as 
excellent as ever and this, com¬ 
bined with the custom game 
option, which can generate thou¬ 
sands of landscapes to play on 
and the wealth of player-defin¬ 
able game options means that 
Populous II is unlikely to lose its 
appeal even long after the main 
game has been completed. 
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Genre Arcade Blast 
Publisher Core Design 
Developer In-house 
Price £25.99 


WOLFCHILD 


here was a man and he had a son. The man, Kal Morrow, 
became one of the world’s most brilliant genetic scientists while his son, Saul, 
grew to become a great athlete. But Morrow’s research, into the possibility 
of splicing the genes of a human and animal to create a hybrid super-being, 



was to have grave consequences. A shadowy organ¬ 
isation by the name of Chimera, also involved in 
genetic research for military purposes, heard of the 
progress that Morrow was making and kidnapped 
him from his isolated mountaintop laboratory. Now, 
held prisoner and forced to do Chimera’s dirty work, 
Morrow is creating for them a half-man half-beast 
ultimate warrior, combining the intelligence of the 
human mind with the keen killer instincts of the 
animal. When unleashed upon an unsuspecting 
world, these slavering mutants will enable Chimera 
to take over the world. 

Unless... 

Saul, grief-stricken by the abduction of his father 
and bent on revenge, sits at his father’s console in 
the abandoned laboratory, when his gaze falls upon 
the machine. The prototype pod built by Kal just 
before his kidnapping. The machine that - theoret¬ 
ically - will transform a normal human into an awe¬ 
some creature that just might have the strength, 
courage and agility to fight through Chimera’s 
defences and rescue Kal Morrow. So, stepping into 
the pod, Saul flicks a switch, there’s a blinding flash 
of light and... enter the Wolfchild. 

It’s with this rather elaborate scenario - as relayed 
by an impressive opening sequence - that the latest 
platform epic from Rick Dangerous creator Simon 
Phipps kicks off. Played over five levels and a total 
of 400-plus screens, Wolfchild is a fast-paced action 
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extravaganza that mixes pixel-perfect platform-game 
dexterity with traditional shoot’em-up action in the 
same way as CapCom’s coin-op classic Strider. 

To tell the truth, Wolfchild offers nothing partic¬ 
ularly earth-shattering or innovative in the design 
stakes - apart from the central transmutation twist 


(Above) When armed with the Three- 
Way Shot, Wolfchild's chances are 
greatly increased, as he can attack 
enemies above and below him, as 
well as directly in front. 


(Left) A blinding column of electrical 
energy, similar to the one that 
accompanies the human-to-woH 
transformation sequence, beams Saul 
into the start of each new level. 
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- but that's a point which quickly pales into insignif¬ 
icance as soon as the simple, no-frills gameplay 
grips the player. At once a nifty retelling of the clas¬ 
sic Wolfman story and enjoyable platform outing, 
Wolfchild boasts playability, smartness of design 
and sheer, unadulterated mayhem that knocks the 
likes of Switchblade II into a cocked hat. And 
then some. 

On each of the five levels, the 
player's quest is simple - from 
the beam-in point at one comer 
of the map, leap and fight through 
the tortuously-constructed maze 
of platforms to where the end-of- 
level guardian awaits for the scrap 
which will either end the game 
or lead to the next stage. It's the 
presence of a veritable legion of 
enemies, all out to halt the play¬ 
er's progress, that put a more 
interesting slant on things and 
give the game its more frenetic, 
arcade-style elements. Footsoldiers 
track the player along platforms, 
blasting away, while others man 
giant rotating cannons, conduct some, 
strafing runs from fast-flying 
hang-gliders or otherwise make use of the land¬ 
scape in order to slow him down. The specific nature 
of the threat differs from level to level, as the adver¬ 
saries are themed - something the storyline rather 
handily allows for. 

We’re told that the enemies the player comes up 
against are the genetic experiments pumped out 
by Chimera, and a specific breed has been desig¬ 
nated to guard each stage - so on the first level the 
threat is posed by birdmen, while on Level Two the 
player comes up against a variety of lizard beasts. 
Level Three is protected by all manner of insect 
warriors and so on until the player reaches the actu¬ 
al Chimera laboratories and is accosted by a bizarre 
mish-mash of half-finished mutants and failed 


Upon loading', the 
player is presented 
with a cinematic 
opening sequence 
which tells the story. 
First the Wolfchild 
logo scratches itself 
across the screen and 
we pan down from a 
star-lit sky... 


...to Kal Morrow's 
genetic laboratory, 
situated on the 
summitof a snow¬ 
capped mountain. 


Inside, Kal's ^ 

abandoned son Saul 
sits slumped at his 
father's desk, the 
giant bank of video 
monitors crackling 
quietly behind him. 
Then he looks up and 
sees the mutation pod 
and the rest is 
history... 


experiments which burst forth from their incuba¬ 
tor vats. Not a pretty sight. 

It's the central “wolfman” element itself, how¬ 
ever, which gives the game its most interesting 
gameplay twist. The player begins his quest as the 
human character Saul, who has only the most mun¬ 
dane of abilities - run, jump and a punch that 
can dispatch most opponents with¬ 
in striking range. Due to some 
genetic trickery, Saul’s wolfen side 
can only be triggered when his 
energy level reaches a specified 
point. When enough energy-boost¬ 
ing podules are collected to push 
him past that critical level, a col¬ 
umn of electricity beams down 
from out of the sky and trans¬ 
forms him into Wolfchild - 
a half man, half wolf hybrid 
which, though identical in 
terms of how the character 
actually moves, is blessed with 
a number of extra attributes. The 
most notable - and useful - genet¬ 
ic enhancement is the ability to 
conjure up bolts on electrical ener¬ 
gy and fire them, like bullets, at 
the enemy. The punch move is disbanded to make 
way for this significantly more deadly technique, 
which allows Wolfchild to take out foes at long dis¬ 
tance and, with the relevant power-ups collected, 
to attack in a wide variety of interesting - and 
lethal - ways (see POWER UP!). 

As well as this new-found electrical ability, Saul s 
wolfen form also allows him to jump ever-so slight¬ 
ly further - useful in situations where pixel-perfect 
accuracy might otherwise be required - and, on later 
stages, to break open blocks and barriers that lead 
to further parts of the level. As Wolfchild, Saul is 
a considerably more formidable opponent - main¬ 
ly because of the weapons, which really are very 
hard indeed - but it's not altogether easy to stay in 
K9 form. Nothing changes on the power front - 
enemy shots take the same toll as before - and if the 
battering reduces Saul's energy back below the trans¬ 
mutation point, the wolfen form can’t be sustained 
and the becomes the weaker human character 
once again. 

The way in which energy power-ups are littered 
thoughtfully around the landscape combined with 
the constant barrage from the roving enemies means 
that, depending on ability, the player finds himself 
alternating between the two characters quite regu¬ 
larly - and that, in turn, adds an extra touch of spice 
to the gameplay, as it means the player has to alter 
his playing style to make best use of the current 
character’s abilities. 

Because Saul can only attack with his close-range 
punch, a whole different set of tactics are required 
for him than Wolfchild, who can attack targets across 
the screen with his energy orbs. Careful, stealthy play 
is much more important for Saul, not just because 
of his diminished attacking ability, but also because 
being human means the player must have less than 
50% energy - and is therefore closer to death. 
Whenever the player’s character is human, finding 
the energy pods that will change him into the wolf] 


Ironic, really, that we should end 
up comparing Wolfchild to the 
sequel to one of Simon Phipps' 
earlier platform efforts. Switch¬ 
blade II, which was basically a 
bigger and chunkier version of the top- 
notch original, is similar to Wolfchild in 
many respects - the combination of 
platforms and hard-nosed combat, the 
fast eight-way scrolling, the sloping 
platforms, the dirty tricks and traps. But 
while Switchblade II is undoubtedly an 
accomplished and fully paid-up member 
of the genre, Wolfchild beats it on 
grounds of sheer class. For a start it's 
faster, and the combat aspect enhances 
the action rather than inhibiting it - in 
Switchblade II, fighting the guards 
seemed to get in the way of the player's 
progress and ultimately proved annoy¬ 
ing. Weapon-wise, Wolfchild emerges the 
victor once again, boasting more types 
(eight as opposed to Switchblade's six), 
which are more impressive to watch. It's 
not that Switchblade II and Wolfchild are 
radically different conceptually - 
Wolfchild is just executed a whole lot 
better, which is why it gets the gold 
without hesitation. 
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imon Phipps’ nifty 
reworking of the classic 
Wolfman story boasts 
playability, smartness 
of design and sheer 
unadulterated mayhem 
that knocks the likes of 
Switchblade II into a 
cocked hat. And then 





















POWER UP! 



When Saul transforms into Wolfchild, a whole world of high- 
tech kicking technology opens up to him. Starting off with a 
simple one-shot plasma thingy, Wolfie can upgrade his 
hardness by breaking open packing crates and other 
recepticles dotted around the scenery. But beware! Apart 
from the default laser, each weapon has only limited 
ammunition, and when all the shots are expended, it’s back 
to the basic model. 

BASIC 

This is Wolfchild’s standard piece of kit, 
consisting of just a bog-standard plasma 
shot that fires straight ahead, terminating 
when it hits its target. 

FLAMER 

Acts just like the basic shot, except it’s 
considerably more powerful, like the Beam 
weapon in R-Type. The smart thing about it 
is it can cut right through its targets, stopping only when it 
hits solid scenery. Burning a whole through a line of soldiers 
is a lot of fun. 

THREE-WAY 

Definitely one of the more favoured 
weapons, the triple shot is another variation 
on the basic weapon. One shot fires 
straight ahead, while two others travel out at diagonals. 

Useful for knocking out targets on a higher or lower platform. 

DUAL SHOT 

Again, similar to the basic shot, but this 
time Wolfchild can fire two shots off in 
quick succession. One to use in particularly 
heavy situations where many guards may be attacking. 
HOMERS 

Simple enough, really - they lock on to the 
nearest alien target and don’t give up until 
they score a hit. 

BOOMER 

Short for Boomering. This little baby spins 
out, straight ahead, for a short distance 
then returns to the player. 

ARC SHOT 

like a bomb onto the heads of any guards 


A packing crate standing on 
the last of the ship's giant 
masts yields an energy pod 
when Saul punches it open. 
When collected, it boosts his 
energy to maximum and the 
Wolfchild transformation takes 
place, as this three-shot 
sequence shows. Owoooooo! 








mm 

"■■■-a 

GO"* 



f: 3 , 


h lS. 


At the ship's highest point, the hang- 
gliders attack once again, the first 
swooping straight past, and the second 
dropping off a footsoldier. 


There's trouble for Saul as he 
begins to climb his way up the 
galleon's metallic masts. 
Mutant birdmen fire their laser 
weapons at him, and all he has 
to fight back with is a lousy 
punch! Fortunately, one hit is 
all it takes. 


After battling through the first 
wave of guards, Saul reaches 
here, where another soldier 
and a laser-toting pal guard a 
crate. See this pair off and 
smash it open for an energy 
bonus. 
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The action begins as Sqpl is 
| beamed down onto the far end of 
| the ship's deck. Immediately a 
| birdman swoops down to attack 
I on a mechanical hanglider. A 
I quick punch will soon see him off. 


Don't run off to the 
right straight away • 
Instead, walk over to 
the left to collect a 
secret bonus. 









































































































a giant space galleon, Wolfchild's opening level is 
raction of the size of those that follow - but it packs in 

n, thereby acquainting the player with the game's 
particular style of mayhem in a short space of time. Queue here 
please, for the guided tour... 


The final challenge. As 
Wolfchild steps precariously 
out onto the ship's front pole- 
thingy, he is accosted by this 
guant bird guardian. It flaps 
around, firing off plasma balls 
intermittently and, as you'd 
expect, takes multiple shots 
to kill. 



The most 

/JM | effective weapon 
against this 
monster is the 
Flamer, as it inflicts the most 
damage per shot. 



To get past here, Wolfchild must avoid these searing jets of 
flame. The slidey platform doesn't make things any easier. 



Don't try to get past both flames in one go - 
they're cynchronised to make this difficult.. Get 
past the first, then wait in the middle and drop 
down past the second. 


When Wolfchild reaches here, 
he must contend with this 
irate birdman, who stands at 
the top of the platform rolling 
barrels down towards him. 
The barrel jumping is made 
more difficult here by the 
steep gradient you have to 
traverse at the same time. If 
Wolfchild takes a barrel hit, 
he is knocked back down to 
the bottom. So watch it. 



Use the Three- 
Way shot to take 
out this guy from 
beiow, then run 
up trouble-free! 




, fc — - 


Nearing the end of the level, Wolfchild is now confronted 
by this giant cannon, which rotates and fires through a 
set pattern. Its shots hurt a lot, so be ready to jump or 
duck when it fires its load. Multiple shots see it off 
eventually. 
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69 ► should always be a top priority -particularly in the 
closing stages of a level, as the projectile weapons 
are essential equipment for battling the guardians. 

Each level - apart from the first, which is a short 
and undemanding affair designed to acquaint the 
player with the ground rules and get him warmed- 
up for what's to come - is a maze-like affair con¬ 
sisting of around 80 screens - ten wide, eight deep. 
Though none of the levels are really that labyrinthine, 
the different drop-in and guardian locations for each 
one mean that finding your way from one end to 
the other isn’t quite as cut and dried as it may seem. 
The actual level design is really quite open-plan, 
affording Saul freedom to explore, looking for crafti¬ 
ly-hidden pick-ups, bonuses, short-cuts or secret 
rooms that are dotted about the scenery, just wait¬ 
ing to be discovered by the more vigilant hero. 

Like Phipps’ earlier Rick Dangerous, Wolfchild 
relies heavily on the level design to provide a major 
part of the game challenge. Platforms and ledges 
are spaced out so that jumps have to judged and exe¬ 
cuted with skill, while no end of devious tricks and 
traps - floating platforms that develop faults and 
crash to the ground, floors that give way underfoot 
and all manner of spike traps and camiverous plants 
are just some of the threats the scenery presents. 
Learning how to deal with them is more a matter of 
common sense and trial-and-error than anything 
else - finding the right place to jump from a fast¬ 
falling platform in order to land on the required 
ledge, for instance. Often, seemingly safe drops will 
actually land the player on a spike trap, or other mali¬ 
cious device. As the player becomes aware where 
these devious set-ups lie, the direction of a jump can 
be changed in mid-air, a la Rick, in order to avoid 
them. The result on-screen, when a proficient play¬ 
er is in control, is really quite satisfying, as Saul 
adeptly sneaks and leaps his way around the trap- 
strewn landscape. 

Wolfchild also has no qualms about punishing the 
player for his own mistakes. Again, it’s all down to 


the physical construction of the levels. If a jump is 
mistimed or misplaced and the target platform is 
missed, the player may be sent back quite a way by 
his fall, and then have to go through a section of the 
level again in order to get back to the original jump 
point and have another go. While some may argue 
that this is a bit harsh, in practice what it seems to 
do is discipline the player by enforcing such a penal¬ 
ty - you can be sure that the player will be a lot more 
careful about his second jump attempt after one fail¬ 
ure and having to retrace his steps back. Since it 
doesn’t crop up too often, it doesn’t frustrate and so 
the effect is mainly positive. 

When Wolfchild’s not exe¬ 
cuting a daring leap across a 
bottomless chasm or kicking 
the stuffing out of some 
genetic reprobate, chances / / 

are he’s seeking out one of / /f-^ 
the game’s countless 
bonuses or power-ups. Most 
can be found generally lit¬ 
tering the landscape, while 
others are concealed within 
crates that must be smashed 
open before their booty is 
revealed. Energy pods are 
without doubt the most vital 
collectable, as they hold the 
key to Saul’s gene-swapping 


^Wrifr.rs.rr^rrxy^ 



Things hot up on Level Three as Wolfchild comes under attack from a swarm of 
buzzing insects with deadly stings. He can run away to the left, but that won't 
improve matters much as there's a giant locust waiting in the wings. Better to 
stand and fight - especially since he's armed with the well-hard boomerang. 



Amiga version 


Music and sound has been used well, acting as the 
aural equivalent of pouring extra atmosphere on 
with a ladle. The brooding theme tune, which 
plays over the animated opening sequence, is 
one of the classiest the Amiga's heard in quite a while, complete 
with a throbbing Terminator-style backing beat. This, along with 
all the intro stuff, means a two-disk product - although the min¬ 
imum of swapping is required, and it all fits nicely into half a 
meg. Lovely. _ 


ST version 



activities. In addition there 
are several helpful bits and bobs, 
the most sought-after being an 
energy-extend bar which effectively doubles Saul’s 
energy capacity, allowing him to take more hits and 
subsequently spend more time in wolfen form. 

Also, the player can endeavour to pick up major 
goodies by collecting all the letters in the words 
BONUS or EXTRA, which are randomly-dispersed, 
like the power-up pods, around the level. The first 
word, when completed increments the score by 


: Unfortunately, ST owners don't get the benefit 
r of the Amiga's tasty parallax scrolling, and the 
music is obviously not quite as hard, but apart 
from that things remain pretty much the same. 


When Wolfchild has defeated the 
giant bird guardian at the end of 
the of the first level, the pole 
thingy he's standing on burns 
away and he falls... 

























































Are five levels 
enough? 


Wolfchild's difficulty curve is 
well graded, with a particular¬ 
ly nice touch at the start of the 
game. The first level, a big space 
galleon, is only about an eight 
of the size of the levels that fol¬ 
low, and is designed simply to 
get the player off on the right 
foot. Because it's quite easy to 
complete, it means the player 
gets a sense of achievement 
early on, which enhances the 
enthusiasm for what's to come. 
Too many games make the stake 
of alienating the player early 
on by getting too hard too 
quickly, and Wolfchild leaps this 
hurdle with aplomb. The fourth 
level is actually double the nor¬ 
mal size, at an enormous 160 
screens - a little spanner in the 
works for anybody who get 
cocky. Because there are only 
five levels, though, I'm unsure 
how much challenge the game 
may present to experienced plat¬ 
formers. The many extra ele¬ 
ments that appear as the game 
progresses add to the overall 
challenge, but there's unlikely 
to be any compulsion to return 
once the game is completed. 
Not that that's much of a crime 
- how many completed games 
do you still play? 
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20,000 points, while the latter gives Saul another 
life. And as kind of a gameplay side-salad to com¬ 
pliment the main meat of the action, there's no 
shortage of hidden Mario-style bonuses for the play¬ 
er to seek out. Many are completely invisible, and 
are only likely to be found by accident, while others 
are concealed within antechambers that have secret 
entrances - only the most thorough players are 
likely to spot these. 

Something that's particularly smart is the way in 
which the program alters its distribution of col¬ 
lectables depending on the status of the player. Since 
the wolf-weapon power-ups are no use to Saul in 
human form, they only appear when the wolf char¬ 
acter is active. If a crate containing, say, a Three- 
Way Shot is punched open by the the human Said, 
the pod will appear instead as a points or energy 
bonus. It's only a small touch and not exactly a mas¬ 
terstroke of game design, but it's an agreeable plus 
point all the same and symbolic of the care and 
thoughtfulness that runs through every aspect of 
the game. 

Designer Simon Phipps has been striving 
for a while now to produce authentic con¬ 
sole-style games on computer, and Wolfchild 
represents his most successful effort yet. 

Hell, it's THE most successful effort yet. 

Some people may whinge about the lack of 
any spectacular innovation in the game, but 
for my money at least, it's exactly this lack 
of frippery or poncy messing about that allows 
the player to get right to the crux of the action 
and makes the game what it is - a lot of fun 
to play. It's a whole lot smoother and more 
comfortable than most that's to be found in 
the current arcade-game scene, and it's pre¬ 
sented so nicely, with oodles of neat little 
touches and ease of control that it's a real 
"feel-good" game. It's simple, instinctive, 
but there's lots of scope for advanced skills 
and the hidden depths are there for the play¬ 
ers who want to find them. But if any one 
thing has to be cited for making Wolfchild 
so enjoyable and ultimately compulsive is 
the sheer speed at which things happen - the 
constant enemy assaults force the player to 
keep moving, which ensures a fast-paced 
game, and the combination of traditional 
platform-game running and jumping with 
hard-nosed arcade blasting works even more 
effectively than in the Switchblade games. 

It's a rare occasion when the action lets up, and the 
gorgeous animation, particularly on the weapons 
and associated pyrotechnics guarantees a visual 
feast. 

If there’s a criticism, it’s that maybe more could 
have been made of the central character. For a game 
so obviously inspired, at least in part, by Strider, 
there aren't quite enough of that game's impressive 
acrobatics - some swinging and somersaulting action 
might have elevated the game into something real¬ 
ly spectacular and stunning. That minor omission, 
however, shouldn’t put anyone off this excellent 
slice of arcade action. It really is too good to miss - 
so don’t. 

• Gary Whitt 


Level Three is real shivers-down-the-spine stuff. It has an insectoid theme, and the background, consisting of all kinds 
of cocoon and insect nests, has been animated in a superbly squirmy fashion to give a horrible maggot-y feel. Uuurgh! 
To add to the claustrophobia, the actual level design, while just as large as the others, is a lot more cramped, 
comprising narrow walkways and places where the landscape seems to close in around the player. The aliens are of 
course all suitably insectoid, with giant locusts, flies, wasps and a few horrible mutations which aren't very nice at all. 


Ifchild's most impressive aspect is the sheer speed at 
which things happen. It's a rare occasion when the action lets up, 
and the gorgeous animation, particularly on the weapons and asso¬ 
ciated pyrotechnics, guarantees a visual feast. 


(Above) The only way for Saul to progress in 
Level Two is use the giant trees which 
provide all the platforms and footholds. 
Watch where you put your feet, though - 
some branches are weaker than others and 
prone to give way when stepped on. Trees 
are hollowed out at certain points and are 
often the only way through - the way they 
are situated forces the player to work all the 
way around the scenery, travelling up one 
tree, down the other and so on through the 
level. 

(Left) Things getting too hot for the weapon¬ 
less Saul? No problemo! Just pick up that 
energy pod and down comes that beam of 
electricity... 

...Bingo! When the smoke clears, those 
reptilian vagabonds now have a much 
tougher opponent in the form of the snarling 
wolfchild. This transformation is 
accompanied byan impressive sampled howl 
- taken from An American Werewolf in 
London, in fact. Coo... 
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EYE OF THE 


the carved wooden door grinds shut with a 


asunder with the feared Sundabar curse!”, shouts Akrain of Ruathym. But 


adventurers turn to confront a garrison of 


for fresh blood. “I’ll shall cast these fools 


before the crabby mage can open his aging but per¬ 
fectly bound spellbook, Cedric the Warrior rushes 
forward with customary brashness. “Stand aside old 
man, my mighty sword forged from the white heat 
of dragon breath and the steel of Shef-Field shall 
banish these intruders back to whence they came! 
Only I, elf prince from the mysterious forest of 
tremendous undergrowth am destined to lead us in 
these dark days... 

Enough! Only very sad people gain any pleasure 
from such orctastic adventures, right? You know the 
kind of part time train-spotter I'm talking about. 
They can be seen every Saturday morning queuing 
outside the nearest Forbidden Planet or Virgin Games 
store, itching to hand over their life savings for an 
essential new handbook with facts and figures reveal¬ 
ing the loudness of a troll's bottom burp and what 
sort of mead hobbits drink when feasting on spicy 
Chicken Tikka. Until Eye of the Beholder, the typi- 


nftil Eye of the Beholder, the typical 
SSI release was strictly reserved for spotty 
kids with greasy hair and anoraks to match 


cal SSI release was strictly reserved for spotty kids 
with greasy hair and anoraks to match. Sure, titles 
like Pool of Radiance and Curse of the Azure Bonds 
had a dedicated following, especially in the States, 
but the problem was they just looked so bloody dull. 

This is the point where one normally hears whin¬ 
ing along the lines of: ‘You don't need fancy graph¬ 
ics to make a good game'. Yeah, and Terminator 2 
would have been a far more enjoyable movie if the 
special effects team had used soggy card¬ 
board instead of ground-breaking com¬ 
puter graphics. 

No, the average gamester wants plenty 
of absorbing play coupled with top quali¬ 
ty visuals, sound effects and music. And, 
thankfully, somebody on the original Eye of the 
Beholder project saw the potential in these ingredi¬ 
ents. It seemed a talented artist had been employed 
for the first time, and, on top of that, a cheeky pro- 


4s you can see from the screenshots above, Eye of the Beholder II looks even 
better than its pretty predecessor. Of course, these are glorious 256-colour 
VGA graphics running on a PC but Strategic Simulations, Inc. and Westwood 
Associates did a superb job converting the original game over to the Amiga. 
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grammer dared to bring arcade action to the pro¬ 
ceedings. By taking a fair bit of inspiration from the 
best-selling Dungeon Master and mixing it all togeth¬ 
er, SSI had stumbled upon a winner with mass 
appeal. 

Based in Sunnyvale in California, SSI is renowned 
for producing more sequels than the makers of 
Nightmare on Elm Street. Instead of just milking 
the product until the formula runs dry, the compa¬ 
ny has tried to inject some software steroids to expand 
the experience. And Eye of the Beholder II is the 
result. 

In case you've never played the first release, or 
any other role playing game of a similar nature, 
here's a brief rundown. The basic core of the 
venture is a multitude of mazes set, natural¬ 
ly enough, in murky dungeons filled with 
deadly pitfalls and creatures who need slaying 
on sight. This fantasy world is seen from first-per¬ 
son perspective and can be manipulated via an easy- 
to-use point'n'click interface. Anything that appears 
in the 3D representation of your surroundings nor¬ 
mally proves useful somewhere along the line. Items 
can be scooped up, like potions for healing wounds 
and armour for extra protection, while keys or release 
levers open doors. The idea is to experiment with 
everything found in the environment. 

You're controlling a party of four brave and stur¬ 
dy adventurers made up of any combination of 
humans, mages, halflings, thieves, elves and so forth. 
It shouldn't take a genius to guess thieves are good 
at picking locks, dwarves are short and have brilliant 
eyesight underground, fighters are tough and cler¬ 
ics can provide powerful healing and protective spells. 
Each of these characters has their own strengths and 
weaknesses which need to be exploited and over¬ 
come to succeed in your quest. 

Physical positioning within the party also makes 
a difference. Those in the front are able to attack 
with weapons such as swords and axes, while char¬ 
acters in the rear ranks may employ sneaky spells 
or ranged armaments like bows and spears. Such 


Mirrorsoft and FTL started these 
fantasy shoot'em-up larks with 
Dungeon Master, then several 
years later, SSI surpassed this 
influential role playing game with 
Eye of the Beholder. Now, we have a 
sequel that's really just more of the same. 
Okay, the game itself is much larger and 
harder to beat but the style of gameplay, 
presentation, and even the interface 
remain essentially identical to its respect¬ 
ed predecessor. So, do we have a new ACE 
Benchmark? Erm, by the whisker of a hell 
hound, that's affirmative. 


attention to detail goes much further though. Paladins, 
for instance, will not join parties containing any evil 
folk. Alignment is the philosophy by which a char¬ 
acter will live and deal with the world. Using the 
example of a paladin, they're obviously Lawful Good 
whereas you could have characters who are Neutral, 
Evil or Chaotic. The latter selection simply means 
this person will look after number one above all else. 
There are also classic RPG ability scores like hit 
points, strength, charisma, intelligence and dexter¬ 
ity. The designers have thoughtfully provided a mod¬ 
ify feature which allows you to selectively change 
these attributes to match your favourite Advanced 
Dungeons & Dragons persona. 

Eye of the Beholder fans should breathe a sigh 
of relief because they can transfer their best char¬ 
acters, potions and scrolls from the first game. 

On a purely aesthetic note, portraits are chosen to 
distinguish between each individual. In addition to 
the four regular members of your party, up to two 
more non-player characters can join at a time. Lots 
more people can act as bonus teamsters under your 
temporary command in Eye of the Beholder II. Many 
of these strangers provide important information. 
However, the party will never know, until it's too 
late, who they can really trust. 

Don't worry if this all seems a little too compli¬ 
cated for your tastes. You'll quickly forget there's a 
complex system of AD&D rules lurking beneath the 
surface. This is perhaps the real joy of playing either 
one of the Beholder titles. In fact, the sequel has 
benefited from a few tweaks here and there to smooth 
any rough edges. It's easy to see why this is the best 
of the genre so far. One slip, either in combat or 
conversation, can bring the whole force of the enemy 
against you. 

This game, subtitled Legend of Dark Moon, picks 
I up where the first game ended. Your party starts 
I out as experienced heroes sent by Khelban Blackstaff, 
I wizard advisor to the Lords of Waterdeep, to inves- 
I tigate evil forces said to be on the march north of 
I the city. The party discovers an area of dark forest 
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The sly CAIN is a talented thief, 
adept at picking locks and spotting 
traps. But his nead for stealth 
prevents him wearing heavy armour, 
making him vulnerable to attacks. 
Keep him out of danger to the rear of 
the party - but don’t keep any 
valuables in your back pocket. 


The archetypical taciturn strongman, 
SHANK’S handling of his axe may 
lack finesse but his sheer brute 
strength makes up for that - when his 
blow does strike home there’s little 
likelihood of his opponent recovering. 
Quiet but trustworthy, he is a stolid, 
firm pillar for any party. 


After introducing the original Dungeons & Drag¬ 
ons concept back in the 1970's, TSR has made 
a tidy fortune out of numerous books, graphic 
novels, board-games and, more recently in con¬ 
nection with SSI, computer games. Eye of the 
Beholder II is based around the Forgotten Realms 
scenario in the immensely successful Advanced 
Dungeons & Dragons saga. Fantasy freaks out 
there will no doubt be pleased to hear the game 
complies to Second Edition Rules, which means, 
for example, that a Bag of Devouring is ninety 
percent likely to ignore any intrusions while 
Gauntlets of Dexterity increase overall Dexter¬ 
ity by four points if the wearer’s Dexterity is six 
or less. Er, quite! Thank heavens you can bypass 
the hassle of reading a massive Dungeon Mas¬ 
ter's Guide, calculating Magical Item Tables or 
constantly throwing dice to decide such matters. 
Thus, without having to worry about using pen 
and paper to keep track of everything that’s 
happening, players are free to enjoy a com¬ 
pelling plot and encounter characters rich in 
detail. Alternatively, they can just go through 
those dingy dungeons and beat-up nasty beast- 
ies. Neat, eh? 


Be careful with Ice 
Storm because It’s 
a distance spell 
and could 
rebound, your party would then 
take some unnecessary 
damage. 
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A fierce Amazonian warrior, BLADE 
has been a fighter from birth and is 
skilled with knife and sword, 
particularly the vicious bastard sword 
- it’s rippled blade inflicts great 
damage on even the most heavily- 
armoured foe. But beware - a hot¬ 
headed vixen is she, and is often 
given to rash behaviour that may put 
the party in unnecessary danger. 

BYERE is a dwarven thief. Though 
unparalleled in his skill at detecting 
traps, and having an unnerving 
ability to sniff out gold and jewels, 
his clumsiness is legendary. Recruit 
him to your party, but whatever you 
do DON’T send him out on recce 
missions! 




The dwarf TURSK makes a somewhat 
ridiculous sight, clad head to foot in 
shiny metal armour and wielding his 
giant axe. However, you’d be unwise 
to laugh at him - he doesn't take 
kindly to be being poked fun at, and 
he has the fighting prowess to back 
him up. 


The elven CALANDRA is a slight and 
fragile figure, and should be kept safe 
to the rear of the party. However, 
she’s not as weedy as she first 
appears - her accuracy with her 
spear, carved from mystical elven 
wood, is uncanny, making her handy 
for combat down long corridors. 


Do not let GOG join your party under 
any circumstances - he's as light- 
fingered as he is ugly. Many have 
been conned by his affable manner 
and initial friendliness, only to find 
themselves lost in a dungeon maze, 
their treasure stolen and a horde of 
Balrogs bearing down on them, all 
because of Gog's foul treachery. 


HENTH is a powerful cleric, but his 
past is shrouded in mystery. Any 
attempts to talk to him about his 
past are greeted by stony silence. No- 
one is quite sure which deity - good or 
evil - he serves. Though greatly 
versed in the holy arts of healing and 
divining, this uncertainty as to 
Henth’s true allegiance makes him a 
risky choice. 


SHRILL is very good at the laying on 
of hands, but his bulky form makes 
him useless at anything requiring 
physical exertion. Indeed his size 
makes him a bit of a liability down 
the narrow confines of a dungeon 
corridor. And if you do hire him. don't 
put him in charge of the food stores. 




including the 
breath which 
unpleasant! 


Global invulner¬ 
ability protects 
your party against 
everything... 
dreaded dragon 
is extremely 


• Dungeon Masters each have 
their own playing preference 
and style - there’s no perfect 
mix of characters in a party so 
just adapt the line-up until you 
feel comfortable. 

• Concentrating on one 
particular skill will make a 
powerful character far more 
quickly than a Jack of all trades. 

• In the early levels you’re Just 
practising hand-to-hand combat 
using a combination of daggers, 
swords and axes. Try a few 
spells like Fireball, too. 

• Remember you can move 
and fight at the same time. 

• Weapons like long swords 
are better against taller 
monsters. 
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is the best exam 


t's easy to see why Eye of the Beholder 


le of this genre so far. One slip, either 


p 

in combat or conversation, can bring the whole force 
of the enemy against you. 



Seriously wounded 
characters should 
be moved out of 
the front rank. It’s 
much easier to 

heal someone than bring them 
back from the dead. 



These two front rank 
characters are the only ones 
who can attack with melee 
weapons like swords, axes and 
maces or certain short range 
spells. 



IPERIUS is a mercenary magician. 
He’s good and he knows it, only 
offering his services to the highest 
bidder. If you can afford the fee, he’s 
a more than worthy addition to the 
party. But can he be trusted not to 
flee if things get really sticky? 


Thanks to his half-elven blood, MERLE 
the magician makes up for his 
average spell-casting skills with his 
ability to commune with nature, a 
talent that comes in particularly 
handy when lost in the forests of the 
Realm. 


Typically clerics are denied the use of 
any weapons that may draw blood. 
However, ONA’s religion allows it’s 
followers to use bows or darts, 
making her a worthy fighter as well 
as an invaluable healer. And her 
obvious physical charms may allow 
the party access to areas otherwise 
barred to the typical ugly bunch of 
males. 


Though TULNIO’s magic weaving if 
famed throughout the Realm, he is 
equally well-known for his doddering 
clumsiness. His mighty power makes 
him an invaluable member of any 
group - but take care to stand your 
distance when he’s casting a Fireball 
spell! 



The secondary hand normally 
holds a shield, spellbook, holy 
symbol or another useful item. 

Click on the spellbook icon to 
cast memorised mage spells. 
The essential action of casting 
spells has been made easier in 
Eye of the Beholder II. 

Clicking on a character portrait 
will allow you to view their, 
ahem, equipment. If this 
portrait is greyed, the 
character is unconscious. If it’s 
replaced by a skull, they’re 
dead! 


Keep fighters in 
the front rank of 
^ M X your party and 

vulnerable mages 
in the rear. 


Generally a character carries a 
weapon in their primary hand. 


Rear rank characters can only attack monsters with 
spells and such ranged weapons as bows, darts and 
spears. They can only be hit by enemy melee lunges if 
the creatures are attacking from behind or to the sides of 

the party. 


This is your 3D view to the fantasy 
world. Here you can see the 
immediate area around your party, 
items lying nearby and any attacking 
monsters. 
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oly symbol is used to cast These bars display the 


character’s current 
condition. 


Use this compass to maintain your orientation. The 
compass is replaced by the Spell Menu when characters 
cast spells. 


These buttons move and turn your 
party in the desired direction. 






























































































PC version 


FirSt the ^ aC * news# y° u ' n neecl a harcl drive to play this baby. Fortunately, 
^ E V e t * ie Be h°lder I* works fine on a slow 12MHz machine. Apart from 

that, it supports any AdLib-compatible sound card along with EGA or 
proper 256-colour VGA graphics. The original didn't have any game over 
sequence, it just dropped out to DOS and you didn't even get a well done. This 
time, SSI is promising a very dramatic and really phenomenal ending. Three final words 
of warning, buy a mouse! 


Amiga 


Amiga owners can expect to be enjoying Eye of the Beholder fun by Spring 
A next year. And what do they have to thank for this rapid turn-around? Why, 
S SS| S in " house 9 ra P h * c conversion system, of course. Hooray! 


7S ^ where the stories of evil are centred. In the middle 
of the forest rises the great Temple Dark Moon with 
its three massive towers. Your party must investi¬ 
gate the temple and uncover its terrifying secrets. 

One important aspect of this follow-up is that your 
quest goes beyond the boring boundaries of under¬ 
ground passageways. Like the scenario suggests 
there are forests and towers in this compelling adven¬ 
ture. Not that there’s a shortage of foreboding cata¬ 
combs. Nevertheless, the whole tone is different 
from the last game. Apart from fighting their way 
through the monsters inside of Temple Dark Moon, 
your party must also deal with the many corrupt 
priests, enemy warriors and evil magicians that 
inhabit the temple and its towers. 

There are over sixteen progressively meaner lev¬ 
els to explore and nearly seventy percent of the 

Similar to the first game, players 
can create their own teamsters 
to match their fave Advanced 
Dungeons & Dragons people and 
role playing stats. As a bonus, 
characters and some spells and 
potions from Eye of the Beholder 
can be imported into the follow 
up. Those hours of loving play 
time haven't been wasted after 
all! 


monsters who populate them are new. These include 
Giant Worker and Soldier Ants, Flying Fangs, 
Salamanders and Will ‘o Wisps. Frost Giants crawl 
around on their knees because it’s the only way they 
can fit inside the claustrophobic cor¬ 
ridors. During the heat of battle their 
fist fills a third of the screen. A few 
of the old adversaries have also made 
the grade such as Giant Spiders, 

Mantis Warriors, Mind Flayers, 

Skeletal Warriors and, not one but 
many, Beholders. Monsters are now 
far more intelligent and will trigger 
certain effects depending on where 
they are and what they’re doing. Some 
can open doors or steal stuff, so, you 
can’t just assume that an object will 
always be there if you leave it on the 
ground. There’s always something 
horrible lurking around the comer 
and it’s how you react to this surprise element that 
makes or breaks your chances of survival. 

As mentioned before, Eye of the Beholder is the 
first series of SSI games where good quality graph¬ 
ics have been deemed important. This time round, 
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Khelban (left) summons your group on a stormy night and reveals the task 
ahead in this nifty animated sequence at the beginning of the game. There are 
far more characters to meet In this sequel, though not everyone Is a friendly 
person out to aid your quest. It's up to your conversational skills to figure out 
the reliability of the fighters, mages and other fairy folk populating this world. 



you’re also treated to transitional static pictures and 
animated sequences which move the plot forwards 
at set points in the game. These are coupled with 
over thirty musical interludes and strange noises to 
indicate there are scary things hang¬ 
ing round in the nearby area. There 
are almost two hundred sound effects 
giving the game a very rich feel, they 
also help you to immediately gauge 
the situation. Like an expertly craft¬ 
ed horror movie, you just know some¬ 
thing bad is about to happen soon... 

It’s good to see gameplayer 
power has been utilised for once. Some 
five hundred purchasers of the first 
Eye of the Beholder told SSI what 
they liked and didn’t like about it cour¬ 
tesy of a detailed survey. Thankfully, 
the majority of their suggestions have 
been put in. Anyhow, fans of the orig¬ 
inal will feel at home from the very start of play as 
the structure of the game is almost identical. Probably 
the most notable difference is when certain charac¬ 
ters talk to your party, the bottom text screen enlarges 
to invoke a more in-depth conversation than before. 



|t’s easy to see 
why this is the best 
of the genre so far. 
One slip, either in 
combat or conversa¬ 
tion, can bring the 
whole force of the 
enemy against you. 
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What can you look forward to in this bigger and brighter dungeon exploring 
epic? More or less the same sort of action, improved graphics and sound 
effects, new monsters to the tune of seventy percent, chilling torture 
chambers, spells and potions never seen in the original, greater interaction 
with the other characters found in the game, damsels in distress, flying 
snakes and giant worker ants, towers and additional outside locations to 
wander through, even more difficult puzzles and tricky traps, and, erm, a 
neat intro. How about that little lot for starters, eh? 


MASTER OF THE ART 

With the wonderful written works of The Hobbit and The Lords of 
the Rings, JRR Tolkien is rightly regarded as the guru of dragon- 
infested fantasy. Born in South Africa almost one hundred years 
ago, he later moved to England and became a professor of philol- 
ogy, specialising in the study of Old and Middle English dialects, at 
Oxford University. His love of folklore prompted him to create his 
own fantasy universe called Middle-Earth and some great stories reveal¬ 
ing the eternal struggle between the forces of good and evil. A 
devout Roman Catholic, Tolkien prevented the German translation 
of The Hobbit in 1938 when his publisher asked him to sign a state¬ 
ment saying he was 'Aryan'. His son, Christopher, completed the final 
novel. The Silmarillion, after Tolkien died in 1973. Without the lit¬ 
erary genius and imagination of JRR Tolkien, fantasy role playing 
games like Eye of the Beholder II wouldn't even exist! 


The rest of the interface is pretty much the same 
except when you come to casting spells. 

This revised spell menu is much easier to use. 
Your ability to cast spells with a single click dur¬ 
ing combat is incredibly useful, especially when 
you’re struggling in the higher levels. Spells now 
go up to seventh level which apparently means 
there are some meaty effects to be discovered 
later on. As far as I’m concerned, the improved 
Identify spell is damn convenient when it comes 
to meeting the overwhelming cast of support¬ 
ing characters this time around. How else could 
you tell a beauty from a bitch without getting 
hurt, bitter and twisted? At least mages have the 
ability of True Seeing, allowing them to get 
through illusionary walls. There’s also a more 
powerful Heal spell for clerics along with its 
reverse called, unsurprisingly, Harm. One of my 
faves of all time is the Wall of Force which erects 


a transparent glass-like barrier to stop monsters 
in their tracks. 

My only major criticism is that the game lacks 
an automapping capability to stop you going 
round in circles. It’s a real pain having to track 
of yourself on a piece of paper. According to 
Producer George MacDonald, this annoying 
omission has nothing to do with commercial 
considerations like the impending Clue Book 
and 0898 hintline due early next month. 
Hmmm... 

More continuation than revelation, Eye of the 
Beholder II is bigger and ever-so-slightly better 
than the original. SSI and Westwood Associates 
have played it safe and produced an acceptable, 
if not exactly revolutionary, sequel. I just wish 
somebody would really push this style of game 
to the limit. What about giving it a go with the 
third outing? 

• Rik Haynes 


JIBIICTI! IHTIIBII GUI! 


Atmospheric intro sequence 
incorporating lashings of fright¬ 
ening thunder claps and shad¬ 
owy figures sets the scene well. 
Wonder why this couldn't have 
been an accessory datadisk for 
the first game? Despite initial 
despair, total elation after the 
realisation that this offers a lot 
more than the original. Might 
as well face it, you're hooked. 
Several sleepless hours should 
ensue until you've finally com¬ 
pleted the quest. The real com¬ 
plaint is that it's all too linear. 
Will you ever go back to Eye of 
the Beholder II once you've fin¬ 
ished it? Unlikely. On a happi¬ 
er note, SSI reckons there are 
at least forty playing hours in 
there. After that you'll be swap¬ 
ping dungeon exploring yarns 
with your friends while eager¬ 
ly awaiting the next instalment 
Like I said before, sad! 


• Has the edge 
over Dungeon 
Master, Might 
& Magic III and, 
barely, the 
original. 


• Multiple 
game positions 
can now be 
saved. 


• Players can 
transfer their 
favourite char¬ 
acters over 
from the first 
Eye of the 
Beholder. 


• Lacks an 
important 
automapping 
facility. 

• Isn't that 
much different 
to the first 
game. 


• Monsters 
could benefit 
from more 
frames of ani¬ 
mation. 
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Genre Arcade Adventure 
Publisher Image Works 
Developer Vivid Image 
Price £25.99 



SAMURAI 


What a great show The Water Margin was. Far better than its poxy follow up 
Monkey, with all that stupid flying around on pink douds, The Water Margin 
was about the best martial arts series on TV for years. Better, even, than Rung 
Fu for its variety of fight scenes. By far the most exciting part of the show 


was the big battle sequence at the end of each episode. 
The heroes’ swords would flash and clang as their 
legion enemies screamed and fell out of shot, clutch¬ 
ing their bellies and rolling their eyes. Cracking 
entertainment. 

To all intents and purposes, The First Samurai is 
about as close to the no-nonsense slashing excel¬ 
lence of The Water Margin as a computer game will 
ever get. As an explanation for the bloodthirsty com¬ 
bat in which the player is invited to indulge, the 
opening sequence presents a classic yam about the 
bmtal murder of the First Samurai’s Master by an 
evil Demon King. Despite the fact that this is really 
rather tired honour and revenge nonsense, and that 
the graphics for this bit would look more at home 
on the plates you get in Chinese restaurants than in 
a rollicking arcade adventure, it does allow open 
minded players some belief in the ludicrous It’s-the- 
future-but-it-looks-like-the-past premise. 

Basically, having done in the Master, the 
Demon King flees into the future in order to 
wreak more havoc as is Demons’ wont, I sup¬ 
pose. Our hero the Samurai, however, is hav¬ 
ing none of this, and begs a conveniently 
present Wizard-Mage to send him too into the 
future in order to retrieve the Demon King and 
destroy him at the foot of his mountain throne. 



Now pardon me if I sound like a skeptical old cynic 
who hasn’t got a good word to say about anything, 
but given that this is essentially just an object- 
quest/combat game extremely similar in a number 
of ways to programmer and co-designer Raffaele 
Cecco’s other efforts; Exolon (scroll left and right 
and destroy things in space while collecting objects 
before teleporting to the next level) and Stormlord 
(scroll left and right and destroy things in a fairy 
kingdom while collecting objects before being mag¬ 
ically teleported to the next level) I have to conclude 
that this plot is a load of old cobblers tacked on at 
the end of the project to explain away disparate ideas 
which were incorporated during programming. But 
maybe I’m wrong. 





(Above) Ooh. Doesn't it drive you up 
the wall? Ho ho. The First Samurai is 
at his most vulnerable when 
climbing like this, since he needs to 
detach himself from the walls in 
order to fight. 


(Left top and bottom) Fend off the 
foes for long enough to collect poibt- 
boosting treasure and the player will 
be rewarded with a choral sample of 
"Hallelujah!" 




The First Samurai, being a fairly 
^ \ even blend of both slashing action 
and object collection, is quite a 
tricky game to directly compare 
with any other. However, in a 
number of ways it comes close to the 
Bitmap Bros' Gods. While the Bitmap game 



































But it doesn’t matter a jot - or even a fig - because 
the game is a stunner. What it all boils down to is 
the player’s mission to battle his way through the 
levels of the game, each representing a different 
area of 24th Century Japan, battling the end-of-level 
monsters and gradually pursuing the Demon King. 
Before the Samurai can reach the end of each level, 
however, he will face a number of geographic puz¬ 
zles. Some of which can be solved with simply a lit¬ 
tle brain power and agility. Others require the 
summoning of some mystical aid in the shape of 
the Wizard-Mage. But more of him later. 

Whenever the Samurai appears, either at the start 
of a new level or after his energy has been gradual¬ 
ly worn away to zero and he’s beginning a new life, 

has more taxing puzzles. First Samurai has 
far more appealing combat routines. 
Samurai, surprisingly, also wins out in the 
graphics stakes, because although the 
Bitmap game was undeniably beautiful to 
look at, the screens were just too packed 
to make for pleasing long-term viewing. 



a swirling orb of lifeforce beams the player down 
next to an earthenware pot. Littering the landscape, 
these pots can be used as markers. The by striking 
the pot, the player can flag his progress thus far, 
and the next time he dies (or drinks a teleport potion), 
he will be repositioned at the most recently activat¬ 
ed pot. However, such position-flagging is costly to 
the Samurai’s mystic ability and so should be used 
with care. 

Now, distinct from his physical strength, which 
gets worn away during combat and is replenished 
with food as you would expect, the player can col¬ 
lect mystic power through defeating the minions 
of the Demon King. His mystic power is represented 
by a sword in the lower right portion of the display 
area. When the Samurai has enough mystic abili¬ 
ty, he will automatically be armed 
with his magic sword. "My 
sword!” he helpfully announces. 

As well as facilitating far greater 
combat success, thus perpetuat¬ 
ing his mystic ability, the sword 
acts as a buffer for the Samurai 
in especially hostile situations. 

Even once the Samurai’s strength 
has been worn down to nothing, 
he won’t die if he is holding his 
sword. Instead his sword will fly 
off and be sacrificed for some 
extra physical energy, giving the 
player another chance to find 
some food. However, don’t be fooled into thinking 
that this means that the Samurai has an easy life. 
On the contrary, his life force can be sapped away 
at any second, just by standing in the wrong place 
at the wrong time. Fire breathing dragons scorch 
the poor Samurai’s head. Enormous statues rum¬ 


(Left) The Regeneration Game! Pots littering the landscape can be activated by 
the player's command, removing the need for tiresome back-tracking every 
time a life Is lost. 


ble down corridors and crush him to death. And 
there are bridges which collapse dropping the 
Samurai into deadly fire pits. And all of these haz¬ 
ards are quite aside from the rank and file of the 
Demon King’s minions, all hell bent on the play¬ 
er’s destruction. 

A jolly good job, then, that the Samurai is one of 
the most rock-hard heroes ever to appear in a com¬ 
puter game. Not only is he tough enough to wan¬ 
der around without a vest, but he has six unarmed 
combat moves to his disposal and five moves avail¬ 
able when armed. 

Unfortunately, all this muscle-bound machismo 
doesn’t come without a price. The Samurai walks 
around at a pace more akin to that of a pissed Sumo 
wrestler than a tip-top killing athlete. So the player 
spends most of his time jumping around (a far faster 
mode of travel) to cover any distance. 

It’s during the combat sequences in particular 
(and there are many) that First Samurai’s graphics 
really grab the player’s interest. While the visuals 
for much of the game’s scenery could be said to be 
workmanlike, the animations for the Samurai him¬ 
self and the foes he must combat are excellent. 
They’re not even particularly detailed, but the feel¬ 
ing of hard-edged violence they give is cracking. 

Control over the Samurai - apart from normal 
walking - is of the finest quality too, allowing the 
player to flick around and alternate his attacks from 
one direction to another in a split second. He can 
also kick above his head to de-tooth oncoming foes 
and even slice away below him while in mid air, 
clearing the way while he falls down pits and shafts. 

An especially pleasing factor of The First Samurai’s 
design is that it’s vital that the player clangs and 
slices his way through as many enemies as possi¬ 
ble. Not only is the demise of each foe accompa¬ 
nied by either a squeal or a rousing fanfare, (indeed, 
the spot effects throughout the whole game are 
excellent) but it’s only by killing the monsters and 
thus keeping the Samurai’s mystical ability topped 
up that certain problems can be 
overcome. 

It’s the mystic solution to some 
problems which essentially are 
either a tum-on on not, depend¬ 
ing entirely on personal taste. 

Some players will be pleased 
that they are continually aware 
of their aim during each section 
of each level. This is usually an 
object collection subtext to the 
kicking. Some, on the other hand, 
may find it frustrating to have an 
excellent fighting romp compli¬ 
cated by lots of nancy-boy of explo¬ 
ration. 

Whatever, the way they work is this. At certain 
points, the player will have to get past a generally 
naturally created obstacle; a waterfall, a volcano etc. 
Whenever the obstacle is simply too much for the 
player to handle on his own, the Wizard-Mage will 
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X o all intents and 
ses, The First 

Samurai is about as close 
to the no-nonsense 
slashing excellence of 
The Water Margin as a 
computer game will ever 
get. 
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Food. Yum! 




Alee! The hori 
monsters will 
he'll need to < 
skills. Don't i 
great many o 
much easier i 
anyway. 


And so, we begin! Collect the daggers which lie at the 
Samurai's feet and prepare for battle. Note the 
Regeneration pot which can be struck to avoid going 
back to the start every time. Since this is the start, 
however, there isn't much benefit in striking it. 


Next, move off to the right and slash a hole in the floor, 
allowing the Samurai to drop down. 


Once underground, collect the Magic Bell and get 
glanging away at those flies, you're going to need all 
your mystic energy! 



Out of the frying pan and into the, well, dragons, I suppose. There's no chance 
of getting past these fellas, so some upward mobility is called for. 


Having bi 
the tresu 
the scret 
heroics. 

By leapir 
spindles 
enough t 
tumbling 
onto late 


amurai combines both arcade 
action with puzzle-solving elements in an effective and appeal¬ 
ing way, keeping both hardcore killers and those with more 
cerebral intentions equally happy: 
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Aiee! The horrible face-hugger-alike 
monsters will set about the Samurai, so 
he'll need to employ all his twlsty-turny 
skills. Don't dawdle, since there's a 
great many of these things, and they're 
much easier to simply jump past, 
anyway. 


Shin up that wall, you horrible little manI Now, drop down the 
other side and - urkl What possible way past this terrible fire 
storm? Aha! Maybe the Wizard Mage will come to your aid. 
Still, while you're here, It makes sense to explore the caverns, 
only to fine - a magic log! 



A SINGLE STEP 

Even the longest journies, we all know, begin with but a single 
step. And the journey of the First Samurai through the massive 
landscape of 24th Century Japan is longer than most. 

Here we have a section of Level 1, leading you through the 
Samurai's exploration and combat encounters. Gradually intro¬ 
ducing the player to the idea of thinking in ten different direc¬ 
tions at once, even at this early stage, there is some frantic 
combat and thorny problems. 

The First Samurai doesn't actually feel like a particularly dif¬ 
ficult game, because the Samurai himself is so fantastically 
tough, but non-thinking players will find themselves grinding 
to something of a halt, stumped by energy-sapping problems 
long before the combat gets too much for them. 

Begin in the very top left of the page and follow the red 
arrows from one screen to another and you'll finish off at the 
bottom (just to the left of this panel, in fact) with a pretty good 
idea of the sort of action you'd face in the game. 
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Amiga version 


A dual disk product with mercifully little swapping involved. 
Although some of the graphics are less than works of art 
— 7 A C\ (some are a bit chunky), the feel of the game, especially 
with excellent combat effects and a rocking soundtrack 
is pretty special. Meg owners get the usual bells and whistles too. 



Following hot on the heels of the Amiga version, the ST 
game should be with us by the Spring. While inevitable 
sacrifices will have to be made in the audio stakes (don't 
expect to hear the sampled screams from the original) 
Vivid Image's previous ST track record is solid. 


version 


^ Alas, at this stage we understand that there are no 

plans to allow PC owners to epjoy Samurai's rucking 
action on their own machines. 


pop up to lend an ethereal hand. But it’s no good 
simply expecting old Magey to appear and sort out 
all the Samurai’s problems. Nope. The player has 
to earn his help. Only when the player’s mystical 
powers are at their peak can the Wizard Mage be 
summoned. 

Whenever the Mage can be of use, a faint outline 
of his head will float around in the sky, nodding 
towards the problem. It’s up to the player to decide 


whether the Mage on his own can deal with the 
problem using the magic he has at his disposal or 
whether the Mage himself needs some help. In the 
first case, the player must ring his magic bell (yes, 
really) to summon the Mage, whereupon he will 
help if he can. In the second instance, the Mage 
will automatically use any appropriate Special Items 
which the player has collected for him during his 
quest. 

It’s during this search for the Special items that 
players unkeen on the adventuring aspect of the 
game will find themselves most frustrated. The first 
level (as depicted over the page) centres on the fas¬ 
cinating collection of logs which the Wizard Mage 
will turn into a bridge across a big waterfall. Once 
the layout of the level has been learnt, it’s easy enough 
for the player to plot his route and collect all the logs 
without too much to-ing and fro-ing. However, dur¬ 
ing the actual level-learning process, the player does 
seem to spend an inordinate amount of time spot¬ 
ting unattainable logs and then having to work out 
how to back track through the landscape in order 
to reach them. 

As well as the normal routes which the Samurai 
can use to get around the landscape, he can also 
hack and slash his way through thinner walls and 
floors, allowing access to secret rooms. Hacking 
away at the scenery, even in areas where nothing 
special seems to be going on can occasionally yield 
extra food and treasure for the player; a real Godsend 
in tough combat situations. 

Even during the most frantic and desperate 
moments during the Samurai’s campaign, the play¬ 
er never gets the feeling that he is being treated 
unfairly. And more importantly, the game instils 
in him a determination to finally catch the bleed- 


My, what big levels you have! Yup, 
here we are just part way through 
the first stage , and we haven't even 
got to the big puzzle which allows 
the player to even reach the big 
monster. Phew. 
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Ledges apparently leading off in completely the wrong direction should be 
explored, since they usually yield a healthy treasure or food bonus. Obviously, 
some serious prioritising is necessary in order to weigh up whether it 's worth 
going out of the way. Whatever, it's handy to know where they are. 


MAYBE WE SHOULD DISCUSS 
THIS OUTSIDE... 

r a fat little fellow in purple trousers, The First Samu¬ 
rai can't half put himself about. An annoying problem 
with lots of arcade adventures of late, especially those 
where the player controls a creature (as opposed to a heli¬ 
copter or a robot) is that the combat side of the game often 
gets toned down in order to make way for more adventuring. 
Stuff that! I want a good dust-up for my money. 

And that's exactly what The First Samurai delivers. If you 
decide that you couldn't give two hoots about chasing down 
the Demon King and just want a top quality fighting frenzy, 
this is the game for you. On top of all the combat moves avail¬ 
able making the game one of the most flexible around, the 
Samurai can clamber all over the landscape, hacking, slashing, punching 
and kicking wherever he pleases. 

Even when unarmed, the Samurai boasts an impressive array of fighting 
moves, and for once the monsters he has to fight actually seem to attack 
in a way making for entertaining viewing. The evil bloodsucking bats that 
swoop about the screen divebomb the player at just the right angle for 



R A T I N 



The First Samurai is not going 
to hold your attention longer 
than a strategy game. However, 
it may well do surprisingly well 
against the other arcade adven¬ 
tures in your collection, large¬ 
ly thanks to the blend of action 
and adventure. Neither side has 
been skimped on, so the play¬ 
er gets an imediately gratify¬ 
ing opportunity to crack some 
skulls before being gently lead 
into the adventuring side. 
The most serious criticism of 
Samurai is that owing to the 


ing Demon King and give him the kicking he so 
richly deserves. 

Despite the title’s corny sideswipe at another series 
of martial arts adventures on the market, First 
Samurai has turned out to be an admirably polished 
and rounded project, with more than enough orig¬ 
inality and only a few slips in execution. 

While it could be said that the last thing the world 
needs is either another martial arts game or anoth¬ 
er collect-the-objects adventure, First Samurai care¬ 
fully sidesteps the argument by blending both styles 
in an effective and appealing way, keeping both 
hardcore killers and those with more cerebral inten¬ 
tions equally happy. 

• Jim Douglas 




either the overhead-slash or a flying kick to do away with them in most 
excellent style. 

Like Douglas Fairbanks, the player will often find himself scrapping away 
in a losing position, cornered or outnumbered by his foes. All he has to to 
is leap out of the way and pick himself a better position to continue the fight. 
This run, fight, run, fight action makes for exciting stuff, especially when 
the Magic Sword is in play and the player 
can see its silvery shape cutting a swathe 
through the Demon King's forces. 

Not perhaps since Way of the Exploding 
Fist has a character responded to player com¬ 
mands in such a satisfying way, switching 
direction in the blink of an eye and behaving 
entirely intuitively. The speed of the response 
is so rapid that the Samurai will completely 
keep up with the player's demands, slashing 
away maybe five times in a couple of sec¬ 
onds, twisting and turning as he goes. 

The only criticism of the combat that I can possibly make is that press¬ 
ing the Fire button when no special weapons are held has no effect, and it 
takes a tiny bit of getting used to to realise that a direction and Fire must 
be held down. 

For the most part, however, this doesn't really matter since the player 
i^ likely to be changing direction so much that he will rarely encounter the 
problem. 

So, hooray for fighting games and more importantly, decent fighting in 
arcade adventures. Let's put an end to all this fairy-ing around and dodging 
every confrontation in sight and have some more quality kicking! 


occasionally less than gripping 
nature of the puzzles, and the 
size of the levels (some of which 
are H-U-G-E) the player may find 
himself slightly frustrated by 
the amount of ground he has 
to cover while collecting the 
various nick-nacks necessary to 
leave the level. 
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100S MUMmE 

THE BEST ADD ON MONEY CAN BUY FOR YOUR MEGA DRIVE IS HERE! 


The definitive complete games guide with every 
title individually reviewed & rated. 

^ More Power packed Megadrive info than all 
other "so called" Sega Mags put together 
Over 100 Essential games reviewed in full 
colour 
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► The Latest MegaCD Rom news revealed 

► Exclusive hot news in Britains 1 first Megadrive 
only Monthly Mag! 

Every thing you wanted to know about the 
Megadrive PLUS superb playing guides to the 
greatest Megadrive games. 

ALL THIS AND MORE IN THE 
COMPLETE GUIDE TO MEGADR 
AT ONLY £2.95! 

Available in all good Newsagents now!! 

But if you live near bad newsagents, you can order one 
direct from us by filling out the coupon below and 
sending it to: Complete guide to Megadrive, 

Priory Court, 30-32 Farringdon Lane, London, 

EC13AU. 

r-- 

- OOOHl QUICK! Send me a copy of the complete guide 
1 to MEGADRIVE because I'm really desperate! I enclose a 
I cheque/postal order for £3.45 (£2.95 + 50 p post and 
■ packing) made payable to Mean Machines. Overseas 
" orders send £5.00 cash (UK Sterling only) 

I 

| Name____ 

Address___ 


















Could have 
been signifi¬ 
cantly more 
violent. 


Excellent 
weapon system. 

Classy back¬ 
drops and 
music. 


Sprites are a bit • 
on the anorexic • 
side. I 
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you, as the squadron’s top pilot, to get up there and 
kick the alien filth back to the festering hellhole it 
came from. 

It has to be said that the game itself isn’t any more 
innovative than its storyline - but it’s no less enjoy¬ 
able because of it. Just speed your way through the 
various backdrops (which range from the skies above 
the planet to more foreboding deep-space scenar¬ 
ios), cutting through the oncoming aliens, which 
attack in various waves and formations. Every now 
and again there’s a slightly larger mini-boss to pump 
full of lead, and then at the end - surprise, surprise 
- a mammoth guardian equipped with devastating 
weaponry and protective armour that takes an age 
to break down. 

Though there’s nothing particularly original in the 
game’s overall make-up, Super EDF is blessed with 
a few nice touches that lift it out of the ordinary. For 
a start the standard power-up system has been reject¬ 
ed for a more accessible approach. Instead of blast¬ 
ing special aliens that release collectible pods, the 
player selects his weaponry at the outset of the game 
while his fighter is still in the hangar. Eight differ¬ 
ent systems are available, including various can¬ 
nons, lasers and a few more diverse set-ups. 

Apart from the standard deviations in weapon per¬ 
formance (some home in on their targets, others 
split up like fragmentation bomblets), each system 
differs in terms of power, speed and rapid-fire abil¬ 
ity. The specifications of each weapon are available 


h dear. Once again 

>ld favourite < 1 a 1 1 tra its, xenophob a 

ded a rather lame excusd|br a slice of shoot- 

• action. In a storyline rather more 1 
st, Super EDF (Earth Defence Force) tells 

of a gan^of megalomanic aliens (who doubtless 
have no morBs at all and reprehSsible personal 
hygiene habits) whc^^^Hmngto get their clammy 
sucker-hands on our beloved planetoid. 

Fortunately, us clever humans knew that this was 
going to happen sooner or later, and so set up an 
elite fighter wing designed to repel any such green 
and slimy invasion attempts - the Earth Defence 
Force. Now that Zero Hour has arrived, it’s time for 


SUPER 


(Middle) Level One's endof-ieve! 
baddy comes in for some stick. The 
trick Is to destroy it before it starts 
shucking laser bolts at you. 


(Alcove) Night-time action in Level 
Two - no time to admire the 
scenery, there's killing to be done! 


from the selection screen, allowing the player to 
choose the gun which suits him best. The more pow¬ 
erful guns, for instance, fire quite slowly, while the 
really fast rapid-fire setups inflict minimal damage. 

Once in the air, the fighter’s weaponry can be 
changed again. A quick slap on the definable ‘for¬ 
mation’ button alters the way in which the weapon 
behaves. With the formation altered, the firepower 
is divided up and sprayed around the screen, allow¬ 
ing for more widespread, if less accurate, carnage. 
The exact change differs from weapon to weapon, 
but you get the general idea. 

Equally agreeable is the shield-energy system, giv¬ 
ing the player a better chance of success, and serv¬ 
ing to keep the action flowing all the time, rather 
than stopping and re-starting when hit by a laser 
shot or enemy ship. There’s also a rather smart dis¬ 
tance meter, which shows how much further the 
player has to go before the end of the level. It’s the 
rather thoughtful little bits like this that make Super 
E.D.F. one of the better console shoot-’em-ups. 

But is it better than Super R-Type? Well, yes, it is 
actually, because it doesn't slow down as much. Better 
than UN Squadron? Hmmm... that’s a tricky one. 
Suffice to say that all Famicom-owning action freaks 
shouldn’t hesitate in adding this to their collection. 
We’re still waiting to see Nintendo’s little marvel 
pushed to its limit, but until that day comes this’ll 
do nicely, thank you. 

• Gary Whitta 


(Top) Select your weapon from the 
eight available before setting sail 
against the ailen hordes. 




:© 


The only thing that prevents 
the player getting into Super 
E.D.F. right off the bat is the 
difficulty - it's a tough game 
and a good hour's practice, cou¬ 
pled with experimentation with 
the various weapon systems, 
is required before it all starts 
happening, man. The catchy 
music and luvvly backdrops do 
a good job of keeping the play¬ 
er engaged, and a variable dif¬ 
ficulty setting ensures that 
interest isn't likely to lapse for 
quite a while. Good clean fun 
throughout. 
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.24.99 

(Import) 


By giving the player the chance 
to enter four of the nine levels 
right from the start, there's lots 
of fun to be had from just idly 
looking around. It's only once 
the player actually gets down 
to the task of actually trying to 
beat the game that a big prob¬ 
lem presents itself - Mega Man 
is Mega Tuff! Fortunately, the 
gameplay is addictive enough 
to puli you through the bad 
times. The difficulty actually 
turns out to be a bonus in the 
long run, making this one of 
the longer lasting carts about 
- sort of the software world 
equivalent of a Twix. 


Pro-Am's slipping and sliding 
control is a bit frustrating at 
first. However, once mastered 
it's actually a positive feature, 
allowing the player to make lots 
of neat swerving corners and 
tricky manouevres. The twen¬ 
ty-four courses make for a long- 
lasting and addictive challenge, 
but there's a good chance that 
the fun may wear thin long 
before Championship status is 
reached. However, Pro-Am's one 
of those game's that you'll tire 
of in a couple of months, but 
strangely find yourself drawn 
back to in a year's time. All in 
all, a worthy purchase, espe- 

PREBICTEE IHTERE5T CMRUE 
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W a-hey! Mega Man's on the Gameboy! 

Dr Wily, smarting from his defeat at 
the hands of Mega Man on the NES 
cart, has plotted his evil revenge. With the aid of his 
misguided genius, the mad scientist has resurrect¬ 
ed eight of the Robot Masters that Mega Man scrapped 
in their earlier encounter and placed them in a series 
of mazes laced with traps and deadly devices. Mega 
Man must enter the mazes, find the Robot Master 





Large yet ' Tough verging 
uncluttered on frustrating, 
graphics. 

Addictive and 
challenging. 

Plenty of 
variety. 
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in each and destroy them, before finally facing Dr 
Wily in his Space Node (whatever that is). 

Mega Man is basically a platform game with a hint 
of shoot-'em-up stirred in to add spice. Mega Man 
starts of armed with a simple pea-shooter, but by 
defeating a Robot Master he adds their weapon to 
his armoury (and these can be cycled through using 
the SELECT key). The Masters are more vulnerable 
to certain weapons, so there’s an (small) element of 
strategy in deciding which 
order to tackle them. 

The best thing about Mega 
Man is that it’s so blum- 
min’ playable. Control over 
The Man is excellent, and 
the action is fast, furious 
and graphically clear (the 
sprites are great). The only 
downer is the game’s difficulty - it’s very. Still, pro¬ 
vided you don’t mind a challenge - and playing one 
of the best platform-style games to appear on the 
Gameboy since Batman - this is an excellent buy. So 
go and get it. 

• David Upchurch 


SUPER R.C 

-AM 




T he NES hit makes it way on to the Gameboy 
and, it has to be said, in some style. The game 
centres around a race between four cars on a 
series of twenty-four courses. The player’s aim is 
simple - qualify (and go on to the next course) by 
coming anywhere except last. Each track is a driv¬ 
er’s nightmare of bends, puddles and oil slicks, 
which soon have the car skidding out of control and 
invariably straight into the crash barriers - and 
though at first it seems as if there’s nothing the play¬ 
er can do to avoid such game-losing 
predicaments, practice, as they say, reaps 
its own reward. It’s a shame that later 
courses don’t introduce, say, jumps or 
ramps, but then you can’t have every¬ 
thing. 

To help the player there are bonuses 
littering the tracks, including chevrons 
which give the car a brief but astonish¬ 
ing speed boost and roll cages which pre¬ 
vent the car exploding if it spins off the 


track. Most valuable are the bombs and missiles, 
which the player can use to blow his opponents off 
the track. In addition, letters can be collected, and 
when they spell ‘NINTENDO’ the player’s car is 
upgraded to a faster, sexier, straight-off-the-ramp 
model. 

The game’s most exciting feature is the ability to 
link up to two machines via the standard head-to- 
head cable, or up to four with the add-on adaptor. 
This transforms the game from a fun diversion into 
an addictive obsession. It’s 
amazing how these games 
bring out the competitive 
streak in everyone, with even 
the normally most-timid 
gamer suddenly leaping up 
and stomping around the 
room screaming “I am vic¬ 
torious” when a race has 
been won. 

• David Upchurch 



Long-term 

challenge. 



PRICE 


£24-99 

(Import) 



Special thanks to Shekhana Consoles (081 889 9412) for the loan of these review cartridges. 



































































Special introduction price 

only £19.99 


SYSTEM 3 


Europe's number one 
name in original games 





























SHEKHANA HAVE BEEN ESTABLISHED SINCE 1978. 
WE ARE THE OLDEST ESTABLISHED COMPANY IN 
C&VG, HAVING BEEN ADVERTISING EVERY MONTH 
SINCE 1984. DON'T BE LET DOWN THIS YEAR OUR 
PAST HISTORY IS OUR GUARANTEE. 


★★NINTENDO GAMEBOY^ 


Famicom - Scart - VR3.199.99 Castlevania 4.P.O.A 

Famicom Scart + 2 Games ..279.99 Darius Twin.44.99 

Famicon Pal I - VR.3.224.99 Dodgeball.44.99 

Famicom Pal I + 2 Games ...299.99 * F-Zero.39.99 

(any 2 games up to £45 each) * Final Fight.44.99 

Famicom Scart version 3. + Sony Geoman Warrior.44.99 

TV/Monitor or Philips 8833 Ghouls & Ghost - Aval Now ...49.99 

MK11 Monitor.449.99 * Gradius ill .39.99 

Scart Lead External.29.99 Hyperball.44.99 

Audio Lead.19.99 Jerry Boy.44.99 

Control Pad.9.99 Joe &Mac.49.99 

Philips 8833 MK11/1084 * Pilot Wing.44.99 

Lead.19.99 * Populous.44.99 

J.B. King Joystick.69.99 * R-Type.44.99 

Autofire controller.19.99 * Sim City.44.99 

Autofire Pad.19.99 Super E.D.S.44.99 

USA Games Adaptor.29.99 Super Mario 4.44.99 

* Actraiser.39.99 Pro Soccer - Kick Off.39.99 

* Baseball.44.99 Super Tennis.44.99 

Big Run.44.99 * UN Squadron.44.99 

Drakkhen - USA Only.49.99 * AVAILABLE IN USA VERSION.49.99 

Caveman Ninja.P.O.A 


GAMEBOY + BATTERIES + HEADPHONES + FREE PROTECTOR 


AS ABOVE + ANY GAME YOU LIKE + GAMEBOY PROTECTOR 

ONLY £79 99 


GAMEBOY DELUXE SET + FREE PROTECTOR 
INC TETRIS + 2 PLAYER LEAD 


Replacement Joystick... 

Amplifier. 

Large Carry all Case. 

Light Boy (Mag + Light) 

G.Boy Pouch. 

Tote Hard Case. 


2 - Player Cable. 

AC/DC Power Supply 
Battery Recharger Pa< 

Gameboy Protector... 

Case Boy (Hard). 

Leather Case. 

Repacement Lens. 

Baseball, Batman, Bill and Ted, Boomers Adventure, Bubble Bobble, Bubble 
Ghost, Castelvania II, Cattrap, Daedalian Opus, Dragons Lair, Duck Tales, FI 
Racer, Gauntlet II, Hal Wrestling, In Your Face, Kung Fu Master, Mercenary 
Force, Mickey Mouse, Ninja Boy, Operation Contra, Paperboy, Pipedream, 
Princes Blobette, Robocop, R-Type, Sneaky Snakes, Turtles, WWf Wrestling 
Ring for further titles 

ALL ABOVE HAVE ENGLISH INSTRUCTIONS 
ALL £24.99 EACH, ANY 2 FOR £45.00, ANY THREE FOR £65.00 
JAPANESE GAMES AVAILABLE 


— 


AVAILABLE NOW FAMICOM VERSION.3 FOR IMPROVED 
DEFLATION AND QUALITY PICTURE. PLEASE NOTE VERSION.3 
FAMICOMS ARE NOT AVAILABLE AT ANY OTHER OUTLETS, IT 
IS ONLY AVAILABLE EXCLUSIVE TO SHEKHANA 


Viking Child. 

Chequered Flag. 

Turbo Sub. 

Battery Recharger Pack. 


Lynx System II 
Ninja Gaiden... 

Warbirds. 

Pacland. 


★★SEGA MEGADRIVE^ 


Neo - Geo Complete System Scart of AV Pal I System. 

Control Stick. 

Software from. 


★★IMPORTED VERSIONS 


OFFER ONE 

MEGADRIVE + CONTROL PAD + POWER SUPPLY UNIT 

★★£109.99iAnfr 


★★SEGA GAMEGEAR^ 


GAMEGEAR SYSTEM PLUS 
FREE PROTECTOR WORTH £9.99 

£99.99 

GAMEGEAR + ANY GAME 

£119.99 

GAMEGEAR ADAPTOR 
★★AVAILABLE NOW^ 


OFFER TWO 

SEGA MEGADRIVE + PAD + PSU + ANY TWO JAPANESE GAMES UP TO THE VALUE 

OF £24.99 + MEGADRIVE CONVERTOR 


124.99 CD Rom Available Soon 
..39.99 

.12.99 JAP UK 

.9.99 VERSION VERSION 

24.99 

34.99 

.24.99 
.29.99 

.24.99 29.99 

.29.99 
.29.99 
.34.99 

.24.99 34.99 

.24.99 29.99 

.34.99 

34.99 

49.99 

.24.99 

34.99 

.29.99 39.99 

49.99 

.29.99 34.99 

.29.99 39.99 

24.99 

31.99 

.34.99 34.99 

24.99 


U.K. Official Megadrive 

Arcade Power Stick. 

Control Pad. 

Megadrive Convertor... 

SOFTWARE JAP UK Hardball. 

VERSION VERSION Immortal. 

.24.99 - Insector X. 

.29.99 34.99 Ka Ge Ki. 

.24.99 34.99 Last Battle. 

.39.99 39.99 Legend of Riden. 

19.99 Marble Land. 

34.99 Mercs. 

.24.99 34.99 Mickey Mouse. 

.24.99 - Moonwalker. 

.34.99 - Outrun. 

36.99 PGA Golf. 

.34.99 - Phantasy Star III. 

.24.99 34.99 Rastan Saga 2. 

.24.99 29.99 Road Rash. 

.34.99 - Saint Sword. 

.24.99 29.99 Shining + Darkness 

34.99 Sonic Hedgehog. 

34.99 Strider. 

.29.99 - Sword of Sodan. 

.34.99 39.99 Toe Jam & Earl. 

.24.99 - Wrestle War. 

.29.99 29.99 Zany Golf. 


Leaderboard... 
Mickey Mouse 
Ninja Gaiden.. 

Outrun. 

Pacman. 

Putter Golf. 

Rastan Saga.. 

Sninobi. 

Strider. 

Solotaire. 

Space Harrier. 
Wonder Boy... 
Woody Pop. 


AC/DC Power Supply 

Battery Pack. 

G.Gear Protector. 

2-Player Cable. 

G.G Carry Case. 

G.G Deluxe Case. 

Widegear - Glass. 

Widegear - Plastic. 

Dragon Crystal. 

Factory Panic. 

Fantasy Zone. 

Galaga. 

G-Loc. 

Joe Montana. 


Airwolf. 

Alien Storm. 

Altered Beast. 

Bare Knuckles. 

Blockout. 

Buster Douglas Boxing 

Crackdown. 

Curse. 

Darius II. 

Degap Attack. 

Devil Crush. 

Dynamite Duke. 

D. J Boy. 

El Viento. 

Eswat. 

E. A Ice Hockey. 

F22 Interceptor. 

Gairies. 

Ghouls + Ghosts. 

Ghostbusters. 

Golden Axe. 


★★PC ENGINE^^ 


PC ENGINE - CORE GRAFF PAL I VERSION 

PC ENGINE PORTABLE GT. 

RING FOR SOFTWARE 


RETAIL STORE/MAIL ORDER INFORMATION 


RETAIL STORE: 2, GLADSTONE HOUSE, HIGH ROAD, WOOD GREEN 
N22 OAA (Corner of Gladstone Ave) (100 yards Wood Green Tube Stn) 
(On Piccidilly Line) Tel: 081 889 9412 Fax: 081 889 9413. 


P&P ADD 75P FOR SOFTWARE, £5 FOR MACHINES. 3-5 DAYS, NEXT DAY £10. TRADE ENQUIRIES WELCOME. WE RESERVE THE RIGHT TO CHANGE OUR PRICES WITHOUT PRIOR NOTICE. E&OE. 


257/259 TOTTENHAM COURT ROAD, 

ABOVE PRICES ARE MAIL ORDER ONLY. 

LONDON W1 9AB. 

MAIL ORDER: CHEQUE/P.O TO: SCS (CVG), 655 GREEN LANES, 

TEL: 071 631 4627 

LONDON N8 0QY. TEL: 081 340 8565 





















































































































































































































